
FHE #1 I^C GAMES MAGAZI 


New games that make ® 

I Wing Commander look like Asteroids 


Freelancer ~ 

Star Wars Galaxies 3;< 
Independence War II ^ 
Bridge Commander 


“Attack me. 

I can deal with it! M — Derek Smart on Derek Smart 

Black & White 

Test drive the. hottest game of 2001 


A Command & conquer 
\ 1 space in Westwood's 

\ EARTH AND BEYOND 


EBQSffiSBiilll 


The Quake III Movie 

Behind the scenes of Sidnal 







InfeyiBig 





; H • j" 

SiW&MP^ ■■■•^'rr^i^iSSi 







f m § g M g • 


Hijimh 

^uWhIFT} 







iMm^is^sorsx ^ 

R^^^^Wcuiau^-Reni^^ 

B ^JjnclMI^WayionffS IJn^ 

minne r c^^ ^nis' 

<Sns^CampSiiiioiP 


www.papyrusracing.com www.sierra.com 
www.nascar.com 












iHl II 



i g /mfjr f 












illj 






•'ijijJ 

m 

'M 






H 
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Baldur's Gate II: 
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Game of the Year 


emmniG 


CenrinuE ygur quest. 


riSlilSic 




BALOUR'8 GATE G: THRQKE OP BHAAL Dmlo|Md and 6 2000, 200) BloWara Corp. All HlgHi Ratannd. Baldar^ Oats. Ihrena of Bhul, Shadowa of Ama. ForgottaB Roalma, tba FoinotteB Raalmt logo, Adr 
iBllnlty Englat and Oia BloWan logo an tndomaffci of BloWan Coip. All RlgHa Ritamd. Black Wa ffladloa and ttw Black Mo Stadloa lego an badaaiarta of InMplay Eotattalnmoat Coni. AH Rlgbti Roam 





ConTinuE the coDiPELLino saga ©f Baldur’s Gate" ii t© tTS ultIbiate 
' ©©nciusion as y©u fulfill y©ur destIhy as the child ©f Bhaal. 


Uhravel the mYSTERiES ©F Watcher’s Keep, a hew DUnGE©n t© 

EXPL©RE AHYTlniE BEF©RE ©R AFTER Y©U ©©IBPLETE Y©UR EPtC 9UEST. 




Cast hew high level spells as yqur characters cLiisB as 

HIGH as the 40™ LEVEL AHD GAfn POWERFUL HEW ABILiTlES. 


Ehcouiiter fierce hew mejisTERs ahd viLiAins durihg y©ur 

SEARCH FOR UEVER BEFORE SEEH POWERFUL iTEms, 
i? - Also PLAY A IISW CHARACTER KIT, THE WiLD ItlAGE. 


Baldur’s Gate" ii; Shadows of Anm" Reouired 

AHD COHiPLETE the epic saga* 

Fulfill your oEsrinY summER 2001. 

ins a Dragons, Iho MHO logo, and tiia Wbards ottho Cosst logo an tndomarfcs ownsd by Wlards olDio Coatl, Inc. and ata nsad by lirtarplay ondar Ileansa. Ml Rlglils Rassmd. BleWan, tba BloWan 
ly llnnsod and dlsUbotod by lirisrplsy Eotaitalnmont Coip. Ml olhar tiadamatts and copyrIgMs an proparty of thalr nspactlva ownars. 



FOR THE QUEEKl 

FOR NABOOl 



FOR FREEDQMr 



/ fTOP THE INVASIOHI 



Storm through 1.5+ enormous missions over land, sea and space 
as your Freedom fighters rally to drive back the droid armies. 
The people of Naboo are dying. You must do something quickly! 




tm- 



«8|B ' 









^Manm 

WO; RILO>; 


April 2001 • Issue 201 



0 


The Resurrection of 
Derek Smart 

Whether you've seen his name on a Usenet flame war, 
played his notorious space sim BATTLECRUISER 
3000AD, or have no idea who he is, you won’t soon 
forget Derek Smart. We sent intrepid columnist Jeff 
Green on a search for a man that many gamers hate, 
but few understand. 


just kidding 


Game of the Year Awards 

Every year at this time, we look back on the year’s 
best, get sorta moist, and give thanks we don’t work at 
Ranger Rick. This year we recognize 13 Winners, 5 
Losers, and 12 Special Awards from the games that 
shaped another wonderful, whimsical year. 




Space Invaders 


Space is the place, or at least the setting, for some 
of the most ambitious games in the development 
wormhole. Blast off for a closer look at EARTH AND 
BEYOND, STAR WARS: GALAXIES, STAR TREK; BRIDGE 
COMMANDER, INDEPENDENCE WAR 2, FREELANCER, 
and more. 


insicie gaming 


Massively-Multiglaver bv Thomas 1. McDonald 130 

When is too much of a good thing enough? 

Strategy by Robert Coffey 131 

Robert's got the inside scoop on the development 
of MYTH III: THE WOLF AGE. 

Role-playing by Desslock 132 

Black Isle loses the most coveted of all 
role-playing licenses. What now? 

Consoles by Tom Price 133 

The Xbox. What does it all mean? 

Adventure by Audrey Welfs 134 

Looking back at the heyday of adventure gaming 
and one of its defining titles. 

Wargames by Bruce Beryk 135 

From boardgame to your PC, another wargame 
makes the big leap. 


Hot Shots 24 

Quick looks at UNREAL II, MYST III, and 
TROPICD. 

Read-Me 27 

Hands-on with BLACK AND WHITE and 
Fallout tactics; an interview with Cate 
Archer's main man in NO ONE LIVES 
FOREVER; a new section with Handy num- 
bers; plus the Top 20, Pipeline, and more. 


Game/Art/Culture 40 

Behind the scenes of the QUAKE Ill-powered 
movie, Sidrial. 

All-New 

Gamer’s Edge! 113 

Tons of tips and tactics for 


GIANTS, SACRIFICE, COUNTER-STRIKE, 
□Nl, STARFLEET CDMIVIAND 2, and more. 
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ONI 88 

B-17: THE MIGHTY EIGHTH 90 

BATTLE OF BRITAIN 92 

PROJECT IGI: I'M GOING IN 94 

STAR TREK; STARFLEET COMM. 2 95 

EVERQUEST; SCARS OF VELIOUS 96 

BLAIR WITCH GAMES 98 

FREEDOM; FIRST RESISTANCE 100 

Micro Reviews 102 

INSANE 

KINGDOM UNDER FIRE 
NO ESCAPE 
AIRLINE TYCOON 
□INO CRISIS 

DIRT TRACK RACING; SPRINT CARS 
COMBAT COMMAND 2 






har'GJware 


Gaming on the go; playing arcade classics on your 
PDA. Plus, we introduce our new hardware pimp, 
William O'Neal 106 


Saitek P1 500 
Rumble Pad ....109 


Thrustmaster 
Firestorm 
Dual Power 
Gamepad 109 


Creative Video 
Blaster 

MovieMaker ....110 


Tech Medics 109 


Killer Rigs 110 


GEORGE JONES 

Random Access Memory 

W ell, lookee, lookee. I 

got a fancy new home, 
one which puts me sev- 
eral pages closer to my plans of 
world domination through gam- 
ing editorials. Wait — don’t turn 
the page yet! I have something 
to say. Actually, a few 
things. ..among them: 

All-New Gamer’s Edge Not 
that I ever need any help with games or anything {I’m 
sure you don’t either), but I’m happy to direct you to 
stop reading my editorial and jump right to page 113, 
where you’ll find our brand new Gamer’s Edge section. 
Every month, we'll bring you 16 pages of strategies, 
tips, walkthroughs, and easter eggs— every month. 

And keep in mind as you read through the section that 
we’re counting on you — gamers and designers alike — 
to contribute. 

Gaming Avoidance 1 vacillate between feeling defen- 
sive and not caring (a defense mechanism in and of 
itself) about things like this, but why do non-gamers 
appear incapable of accepting our obsession as a viable 
form of entertainment? Gaming is not child’s play any- 
more — it’s a sophisticated medium. Check out Editor 
Ken Brown’s Read. Me opener, where he explores the 
convoluted issue of 
college game design 
degrees. With the gam- 
ing industry currently 
pulling in more money 
than Hollywood, it 
seems like a no-brainer 
to me. Do you think 
that the people who 
pass such critical 
judgment on games are 
still carrying their 
1980’s concept of what 
computer and video 
games are? 

Derek Smart? The 
net-savvy among you should probably just go ahead and 
read Jeff Green’s profile (page 66) of a man so many 
gamers love to hate. Our big question regarding Smart 
was Why? Why does he incite such rage in gamers? 

And why does he fight back? Jeff flew to Florida to 
puzzle it out, and the result is a surprisingly intimate 
look at a game designer who consistently finds himself 
in the thick of it. It's a fantastically unique read, and I’m 
curious as to what you’ll think of it. 

Send George email at georgeJones@zif/davjs.com. 


SIMCOASTER 
HIGH HEAT 2001 beta 
Understanding Media 
FALLOUT TACTICS beta 

Fixing my broken Nomad 
Jukebox. (Damn it.) 



I'he regulars 


leners 12 

Readers contribute their $.Q8. 

Index of Advertisers ...129 

In case you can’t find the ads. 

Breenspeak 136 


Jeffs got B bad case of the EQ’s. 
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The Brotherhood of Steel 

Human, Mutant or Ghoul, 

there is strength in us all 


Strip yourself of all false notions of individuality. You are nothing 
but raw clay from which a Brother may be born. There is no I, there 
is only We. And We are all that matters. 

Your squad; many minds with one purpose. Your weapons; strike 
fear into our enemies. Your vehicles; thunder us toward a glorious 
destiny. There is only one way to get through this, that is together. 
Should you survive, you will be Steel. 

Submit to the Brotherhood... 

Fight for the Brotherhood... 

Conquer for the Brotherhood! 


UTWfMlIljt 

Visit www.esrb.org 


or call 1-800-771-3772 

iSSRB 

for more info, 


MICRO FORTE 





FALLOUT TACITUS 
YOUR OXLY STKATFOY 


KncROl 


Download The Demo Now 
www.joinbrotherhoodofsteel.com 



TREAT YOUR GIRLFRIEND 
TO BREAKFAST IN BED. 

WWW, white. ea.com 


HAVE YOUR WIFE MAKE IT. 


www.black.ea.com 
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# Canadian Corner 4* 


Letter of the Month 

Please REMOVE immediately my name 
from your mailing list. DO NOT give, 
transfer, or even suggest my name to any 
like publication. I do not want your nor 
their materials. I have never subscribed, 
nor will I, to such kind of materials. 

Apparently you have no conscience for 
anything that is decent. Your products are 
a contribution to the delinquency and per- 
versions in this blessed land of America. 
May God in His great mercy reprove you 
to the place of repentance and conver- 
sion to His Son, Jesus Christ, for your 
own salvation and consequent change of 
occupation in the publications of right and 
noble thought and action. 

Sincerely, 

E. Leon and Sandra Holderby 

Thanks for your concern. For writing 
this month's Letter of the Month, we're 
sending you a deluxe gaming gift pack of 
KINGPIN, SOLDIER OF FORTUNE, and 
MESSIAH. Congratulations and happy 
gaming, E. and Sandral 

Driver Hell 

At what point does the consumer/gamer 
come into play on hardware? I was at a 
local store and noticed that the shelf still 
had 3dfx game cards and a Montegoll 
Quad A3D on the shelf. No notice that 
3dfx had stopped producing cards and that 
specific driver support “down the road" 
might be “iffy." No notice that A3D was 
gone and the 3D sound feature might not 
work because no new DirectX drivers have 
been announced. (Yes, I know Creative 
bought up A3D, but to augment and 
develop or to buty a competitor? Hmmmm.) 

The employees just replied that until 
corporate told them to do something, it 
would be “business as usual." Driver 
support should be part of the purchase 
price of the product, particularly a retail ver- 
sion (OEM/White box is another issue). You 
pay for a product with all the features, not 
something which is knowingly a potential 
problem. Caveat emptor is one thing, but in 
this new millennium/massive buy-outs/big 
mergers age, somebody has to look out for 
the gamer/customer. This attitude should 
be pulled kicking and screaming from the 
dank dungeon and into the light. If we don't, 
and soon, there won't be much PC gaming, 
because the Xbox and PS2 don't have 
these problems, 

Michael Gray 


CgwIetteis@zUfdavis.coin 


Relax Dude, It’s Just a Game 

Don't game developers get professional 
advice when they make a game? Please 
look at the photo in “Inside Action," page 
129, in the February 2001 issue. How 
many times must we see supposedly pro- 
fessional shooters holding an automatic 
weapon by the magazine? Any real profes- 
sional shooter can tell you that you must 
NEVER hold a weapon by the magazine 
(unless you are loading or unloading)! In 
that picture, the only thing the guy holding 
that submachinegun is going to get is a 
jam, That wouldn't matter, of course, 
because in a real firefight he’d just be plain 
dead. So you might tell me, "Relax dude, 
it's just a game and it looks cool." My 
answer to that is, “No, it doesn’t look cool. 

It looks stupid." 

Michael Kowatt 

You have a point, but it's not likely any- 
one will confuse that game. NO ONE 
LIVES FOREVER, with a combat simulation. 
Also, any professional explosives expert 
will tell you that that you NEVER release 
robotic poodle bombs the way they do in 
that game. 


Not Just for Kids 

Who's listening to us? We are the over- 
40 gamers with lots of disposable inoome, 
who read your magazine and can buy any 
game we want, any time we want. Your 
magazine becomes the “what to buy" bible 
for us. Why? Because our money is avail- 
able, but our time is not. We cannot afford 
to spend 100 hours on a role-playing game, 
or even 50 hours on a shooter or real-time 
strategy game just to learn we don’t like it. 
Tell the game companies about us. 

We are not kids; we work full-time and 
have families. What does that mean? Our 
gaming time is severely limited. We have to 
play until the wee hours of the morning, 
then get up and go to work. I can tell you 
that at any price, a crappy game won’t last 
long on my hard drive. 

Tell the PC game companies to go back 
to the days of the Apogee shareware pro- 
gram, Let me have the first few levels to try, 
and if I like it, I will buy it at any price. I am 


I am astonished at the arrogance 
at CGW. You guys, although I’m 
a new subscriber, already tick me 
off royally. I can't believe the 
response 1 just read in your 199th 
issue. I think you are totally out of 
line, acting like a-holes towards 
Canadians [Letters, November 
2000-March 2001]. Piss off. 

Your insolence is quite readily 
noted, and I am seriously reconsid- 
ering my subscription to your 
magazine. 1 am very annoyed with 
the way you editors have replied 
and I expect an apology for Nicky 
R., myself, and ALL the Canadians 
whom you’ve made fun of. If not, 
you can be sure that it won't only 
be me writing angry emails about 
your insolent comments. Pick up 
your mess, and pay your respects, 
because your readers sure as 
hell shouldn’t have to be attacked 
as such. 

Darius N. 

Canada 



Hey now, Darius! We love 
Canada. Some of our best friends 
are Canadian. Please don't cancel 
your subscription. If you don't 
understand our feelings, let us 
quote our favorite Canadian. 

Bryan Adams: 

There's no love - like your love 
And no other - could give more 
love 

There's nowhere - unless you’re 
there 

All the time - all the way. 
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willing to pay up to half price for a chance to try the game before I buy the 
full version. WHY? I DON'T HAVE TIME! I bought and paid for WOLF 3D, 
DOOM, and others after trying the shareware versions; don't make me down- 
load a 75MB demo. 

If you don't think me and my over-40 buddies are buying games, I can tell 
you that more than 70 percent of my peer group are gamers of some sort or 
another. 

Ken K44 


Who Sucks More? 

Sweet mother of crap! It took Robert Coffey more than twice as long to 
finish GUNMAN CHRONICLES as it did OPPOSING FORCE?! Damn, either 
he really sucks at first-person shooters, or I'm just really good {which I 
doubt). I absolutely despise GUNMAN CHRONICLES, and while I can accept 
that Mr. Coffey may have a differing opinion, saying the game is "easily twice 
as long" as OPPOSING FORCE is just a lie. It took me all of 6 hours (if 
that) to complete GUNMAN, but at least 12 (well, I suppose that'd be obvi- 
ous) for OPPOSING Force. Although, I suppose I might just suck at 
OPPOSING FORCE. 

Rob Martens 

Robert Coffey replies: You just suck at OPPOSING FORCE. 
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Castle Waiting 

In your February 2001 preview of STRONGHOLD, you state: “Why didn’t 
anyone think of this earlier?" Somebody did. Interplay had CASTLES (1991) 
and CASTLES II (1 997)-a couple of enjoyable games. I know that most 
gamers enjoy having ores and dragons run around their castles, but I 
enjoy historical-based games, and am very excited about STRONGHOLD. 

I hope Firefly Studios provides gamers like myself with a solid and enjoyable 
product! 

Timothy Gatti 
Albany, NY 
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We Love Everything! 

Wow! It isn’t just Jeff Green who has a new attitude [Greenspeak, 

February 2001)1 You all do! Check out page 95! Every game in your issue is 
rated five stars! Oh, wait a second! It's just that you use an almost impossi- 
ble-to-see color! Or maybe it's just my eyes! I'm old! Nevermind! 

David Maste 

Pew! Bang! 

Normally, I don't care about the ratings CGW gives to games. I know what 
I like and I go with it. This time, however, you have gone too far. In your 
February issue, you have, representing three stars, ..as average. ..Adam West. 
What is your problem? Adam West is THE Batman, there is no other, and for 
you to rank not only Keaton but a cartoon above the original Caped 
Crusader shows the depths CGW has sunk to. Shame...Shame on you. 

Adam West could kick Keaton’s butt while eating Bat cookies he made in 
the Easy Bake Bat Oven. There are no others, there is only Adam West. 

Jeff Clineff 
Columbia, MD 

SQUAD LEADER — The Touchier, Feelier Wargame 

I just read your Inside Wargaming column, "Squad’s Labors Lost," in the 
February issue. 

Letters from home? Emphasizing the soldiers’ “personalities"? Who in the 
hell thought up this warm-and-fuzzy, touch-feely, girly crap? 

“Damn, I rolled a one; Sergeant Rock goes to the rear for counseling!” 
SQUAD LEADER is about squad tactics, not getting in touch with one's 
feminine side, et cetera. Out of all the SQUAD LEADER and ADVANCED 
SQUAD LEADER modules, I don’t recall any that had anything to do with 
“Letters from Home." 
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Animated Violence 


Choose from 21 'Mechs* to outfit with massive weaponry. Then, iead your lancemates in an epic 30-mission, single-player 

Campaign.pr.joinaflercemuttlplayerbattleforuptolBMechWarriors.Vengeancewilllieyours. . 




Morons. 

Wargame developers must be wargamers first, “game develop- 
ers" second, psychology majors not at all. 

Mike Marunchak 
Dublin, CA 


Your Correct 

Imagine my surprise when, flipping through your December 2000 
issue, I turned to page 64 and discovered that something of mine 
was in Verant/Sony's world now. The advertisement for 
EVERQUEST: SCARS OF VELIOUS didn’t say what of mine was 
there, only that “Your in our world now." I looked around to see 
what was missing that could be in their world now, when it 
occurred to me that what they probably meant was ME. But then I 
thought, no, they would have said “You’re," not “Your," so I knew 
that was wrong. I still haven’t discovered what it is of mine that is in 
their world, but if 1 should discover what it is. I’ll be sure to ask that 
it be returned. 

Michael J. Guth 


We Forgot the Vectrex 

Just finished with your March 2001 issue, enjoyed the Johnny 
Wilson article on the history of games, but I can’t BELIEVE there 
was no mention of the Vectrex. either in the article or the sidebars. 

The Vectrex was an awesome machine for its time, with gameplay 
mechanics that equaled the arcade games when other home sys- 
tems were clunky like the Atari 2600. Everyone I knew wanted a 
Vectrex once they saw it. 

After the Crash (of 1 984), I was able to pick up a complete sys- 
tem on closeout for next to nothing, with all the cartridges, the 3D 
imager, light pen, etc., and it’s still happy in my basement. Enough 
die-hard Vectrex maniacs are out there that the 3D imager alone 
now sells for several hundred dollars. 

You left out the BEST home console of the entire first wave! 

Craig Clarke 
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Role-Playing Reality 

This is in regards to the article on the “suicide" in the 
EVERQUEST community [Read. me, February 2001]. 

Let me make sure I have this right...a bunch of RPG gamers are 
shocked and amazed that someone was online pretending to be 
someone else. WTF??? This isn’t a rant against RPG gamers, for I 
am one. I’ve been around the block (heck, I’m probably as old as 
Jeff Green), started playing RPGs in the 70s with pencil-and-paper 
D&D, and have been online since the days of the 386SX and 2400 
bps modem. Maybe I'm jaded, but I just don’t see how the news 
that everyone you meet online isn't honorable and forthright should 
be shocking. There are good people and not-so-good people every- 
where. Why should EVERQUEST players be any different? 

Rob Puckett 


By the Way, Which One’s 
Pink? 

I want to tell you something. Your 
staff is awesome-the coverage you 
do. In your February 2001 issue in 
your review of SACRIFICE, the head- 
ing was “Shiny’s Crazy Diamond." And 
there was a Pink Floyd song called 
“Shine On You Crazy Diamond" and 
as i read it, I immediately began to laugh. Me being a PF fan, every- 
one looked at me like I was psychotic. I just wanted to tell you that 
you guys have a gift. You have a creative sense of humor. Keep up 
the good work, You have a great mag, 
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Select from 17 
highly trained 
spedatists to 
form the perfect 
squad for each 
mission. 




Grenades and 
other unique 
weapons 
complement 
your standard 
issue arsenal. 


Covert military 
operations take 
your team into a 
wide range of 
life and death 
missions. 


Use espionage 
and stealth 
combat tactics, 
including sniper 
rifle assaults. 


-FlUJ-Flia 


SOUAD-BASED STRATEGY. UIMOFFICIAL. UIVSEEIV. U/VKIMOWIV. 
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Anachronox: an abandoned alien 
city planet near center of the galaxy. 
Experience an epic, sci*fi, RPG adventure, 
with mind-blowing cinematics. 


eidos.com 


Craft your team from a cast of seven 
characters. Investigate bizarre 
mysteries. Assemble alien 
Master challenging 


Battle across six planets. 
Uncover devious secrets. 
Play some Pooper. 


PICK VGUR PCI I SON. 

anachronox.com 






Mature Sexual Themes 
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Over 80 different buildings including 
cathedrals, sports arenas, airports, 
rum distilleries and cobarets. Build a 
tourist haven with luxury hotels, spas, 
swimming pools and nightclubs, just 
besure to keepthat shanty town from 
spilling into the tourist-only beaches. 


Features over 45 different characters with 
up to 50 separate attributes for each. They 
have different political views, physical 
desires, home lives and moral attitudes. 
Even the cows have opinions, so keeping 
everyone happy is no small coconut. 


Build your population from a 
mere 35 to a bustling 500 unique 
individuals. Each manana brings 
new births, marriages and even ( 
deaths (natural or otherwise . . .). 
Your citizens' lives are interconnected, 
so take heed who you offend. Throw 
a rebel in jail and her extended family 
curses your name. Bribe her and her 
family may become your ally. 


Dictators are people too, so you'll need to pick both good and bad qualities for yourself. If you've ever wanted 
to rule an entire island os a lying, paranoid, compulsive gambler, here's your chance. 
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Success will bring the praise of your people'along with a fat Swiss 
IM8 bank account. Failure? WdL^eri^s always martial law. 
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Unreal II 

III You are looking at some of the first images 
of a game that is high on our list of must-plays. 

In development for over a year, the technology 
behind it is capable of enormous outdoor environ- 
ments and incredibly detailed interiors. The new 
engine can render 150-200 times as many poly- 
gons as the first game, thanks to new hardware 
brushes and improved mesh rendering. 

When we first saw this game fast year, we were 
stunned by the ruthless At that was tearing up the 
guy running the demo; enemies fetched reinforce- 
ments and deployed intelligently. It seemed to be 
an even better version of the stellar team Al from 
UNREAL TOURNAMENT. 

Few details have been released, but we do 
know that the game will have a strong single- 
player storyline with an emphasis on scripted 


events (like the lights-out Skaarj ambush in the 
original game). Developer Legend Entertainment 
(under the supervision of original creators Epic 
Games) is being closed-mouthed about the plot. 

The sketches here are of your ship, the Atlantis, 
and Aida, your intelligence officer. With Aida at 
your side, maybe you won't be fighting alone in 
UNREAL II... 

www.legendenLcom 


I COMPUTER GAMIWC WORLD • cow.garoespol.eom 



n/lyst III: Exile 

■■■ Love it, hate it, or dismiss it as the best-selling screensaver ever, there's no 
denying that M’t'ST is one of the seminal titles in gaming. And one of the prettiest 
- just check out these shots, if you don't believe us. Fortunately, it looks like the 
latest installment will move away from the maddening, alienating, and downright 
cruel puzzles of the last game, RIVEN, and back to puzzles that are more a part of 


the environments and story. Again, love it or hate it; it signals a return to the game- 
play that made MYST such a hit. What is new is real 360-degree visuals, instead 
of the lockstep slideshow that defined the previous two titles. EXILE uses a new 
technology to draw the pre-rendered graphics in realtime via a node-based move- 
ment system. Yeah, that confuses us too, but we think it means we'll finally be able 
to look around and ogle the incredible textures while we hunt for a crucial gear or 
hydraulic thingamajig. 



Tropico 


■■■ As they near their release date, the TROPICO team is nailing 
down the last few game features. One of the newer features: sun- 
bathing tourists. Running the gamut from blond Baywaich refugees to 
pasty white land masses, the denizens of your resort beaches will be 
determined by the quality of your hotels. The political side of the game 
is also getting a lot of attention - only the most capable dictators will 
avoid the all-too-common sight of their well-armed guards repelling 
crowds of rock-throwing, unhappy citizens. If the gameplay is anywhere 
near as lovingly detailed as the graphics, TROPICO should be addict- 
ing legions of strategy gamers when it ships this Spring. 


cgw.giireipsl.CDn • COMPUTiR ERMINE WORLD 





DarkSVorks 


Alone In Itie Daft™ : Tfie New NIjhtmate© 2001 Inloflrames, Inc. All tisnis reservM. Inlogtaroes, the (niogtaines logo, ano Alone In Tte Oaik are iraOetiBiks ol Inlogrames folertalnmenl S.A. PiavSIatlon arxJ the Playslalion logos are registered liademarks o! 
SrjnyCotnpuierEntertaintner#, Inc. GaiwBoyana Garre Soy Coloratelradernaftsol Nintendo 01 Atnetica, lnc.©198g, 1998 Nintendo olArreiica. Inc. The ratings icon is a Iraderaaikol the Interactive DigilalSollwate Association. All other Iradematks and 
trade names are propehies ol Iheir respective owners. 






Too Cool for School 

VUhy Can’t Johnny Get a Degree in Game Design? 


A fter being weaned on technology, media, 
and video games for 16 years, little 
Johnny’s got a great idea: He wants to 
be a game designer. He grew up in San 
Francisco, a short drive from Silicon Valley, the 
home of the new media pioneers, so he’s sure 
that local universities teach interactive design. 
After he graduates, he’ll work for the world’s 
biggest entertainment software company. 
Electronic Arts, located 20 minutes away. 
Johnny’s got his whole future mapped out, 
and it sounds pretty awesome. 

But after scanning the local colleges on the 
Internet, Johnny's hit a snag. Stanford doesn’t 
have a program in interactive media. Neither 
does San Jose State University. The San 
Francisco Art Institute doesn't teach how to 
make video game graphics. Johnny turns to the 
University of California at Berkeley, the biggest 
school in northern California, a place so loaded 
with progressive interdisciplinary studies that 
he's sure to find coursework in game design. He 
winds up in Film Studies, and he stabs the 
power button on his monitor. Game over. 

Johnny grows up to be a web designer. 

San Francisco, as you can imagine, is not 
exactly behind the times— it's the same story at 
colleges and universities across the country. 

But it appears they're finally waking up to 
that fact. 

Last December, Robert Nideffer, an assistant 
professor of studio art at the University of 
California at Irvine, proposed that the school 
offer a minor in computer games. His proposal, 
and the university's reaction to it, seems to be 
reflective of the debate going on nationwide 
behind ivy walls. 


Nideffer's proposal to UCI read, "Computer 
games and gaming have been largely ignored 
by the academic community. A more compre- 
hensive and theoretically informed approach to 
the artistic and technical production. ..of games 
and gaming needs to be taken if we wish to 
effectively engage the cultural institutions that 
inform our individual and collective identities, 
and engender new processes of communication 
and creativity." 

But UCI shot down the proposal. Wired.com 
quoted Nideffer's reaction: "There's still quite 
a bit of stigma associated with games and 
gaming. It gets into the whole ‘high culture, 
low culture' debate. There is resistance.” 

UCI’s resistance to embracing an emerging 
form of pop culture follows in a long tradition 
of conservatism in higher education. The same 
debates occurred over film studies, modern art, 
fiction, and jazz. It’ll probably take longer for 
universities to welcome gaming since none of 
them want to be known for teaching people 
how to make twitch games or "murder simula- 
tors." But the fact remains: Games are a major 
part of our culture. 

So are they high culture or low culture? 
They're both, just like film, television, and fic- 
tion-all of which, incidentally, are now major 
courses of study at many universities. 

Gaming is a 30-year-old entertainment form 
in its evolutionary infancy. Although we’ve 
never progressed very far from the early con- 
cepts of seek and destroy, it won't be low art 
forever. The sooner universities embrace inter- 
active entertainment as they have film studies, 
the sooner we can begin to see the potential 
that games have yet to discover. —Ken Brown 
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The real 
Cate Archer 
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BLACK AND WHITE prepares to consume the gaming industry 



that the game sports genre-busting mechanics. At 
times, you'll play it like a real-time strategy game. 

To harvest wood, for example, you can pick up trees 
and place them into bins, or you can turn individual 
villagers into foresters. To build your people’s popula- 
tion, you can designate certain villagers to become 
"breeders” for life. (Ouch.) 

Other times, BLACK AMD WHITE is a role-playing 
game with open-ended quests, challenges, and incen- 
tives. Contrary to current game design theory, as soon 
as you start the game, you're presented with these play 
elements. Right off the bat, you need to accomplish 
three deeds that will help you get your Creature. The 
game’s challenges are a critical part of learning how 
to play, advancing the storyline, and developing your 
character. 

Given the open-ended nature of the game, you can 
accomplish any given task in a multitude of ways. At 
the heart of the game lies the central component of 
BLACK AND WHITE: convincing non-believers to have 


E xpectation— in the gaming industry at least— is a 
hunger that must be carefully managed. Left to 
linger too long, it becomes ravenous, swallowing 
games whole and then ungraciously dumping them. 
Unrealistic expectation can jump on a modest game 
design flaw and transform it into a gaping failure. It 
can take the best intentions of a game designer, and 
when they fall short, make them seem manipulative 
and evil. 

So it will be interesting to gauge the reaction of the 
gaming public to BLACK AND WHITE upon its imminent 
release. By now, both gamers and non-gamers alike 
know all about Lionhead Studios and Peter Molyneaux’s 
ambitious title. 

Or. at least, we think we do. One of the interesting 
aspects of BLACK AND WHITE is the aura of mystery 
that still surrounds it. Much like with THE SIMS last 
year, by the time BLACK AND WHITE is released, very 
few people will have played it. But recently. Electronic 
Arts invited the gaming press to their Redwood City, 
California, headquarters to have a go at the game 
everyone's been dying to play. What we found was 
startling, for three different reasons. 


1. BLACK AND WHITE is a game. 

This seems kind of obvious, but for so long, BLACK 
AND WHITE, the Concept, is all we’ve been exposed to. 
So during our playtest, we were shocked to discover 


I COMPUTER EAMINC WOULD • cow.g3mes|?et.c 





DREAMCAST DEAD 

Sadly, just as the platform was begin- 
ning to see some amazing games 
(SKIES OF ARCADIA, GRANDIA II), Sega 
decided to end Dreamcast production. 
Instead, they'll be putting out a set- 
top box next year that will download 
games directly over a cable line. The 
upside is that Sega can focus on 
developing their killer titles for other 
platforms, and a new Dreamcast is 
now only $99. 

and the UGLY 

DINOSAURS EXTINCT 

SID MEIER'S DINOSAURS has gone the 
way of the.. .well, you know. On 
January 24, the game went from being 
endangered to plain dead. Or long- 
delayed: Sid says that a new game 
idea has captivated him so much that 
he's decided to focus on it, as well 
as CIV III, and save DINOSAURS lor a 
later time. 


ANOTHER AGE 

AGE OF EMPIRES fans will be happy to 
hear that series creator. Ensemble 
Studios, is working on a new strategy 
game. Although they didn't divulge 
much about their project, code-named 
RTS III, Ensemble indicated that the 
game will be 3D, will allow you to 
manipulate ‘massive armies,' and 
will appeal to both history and fan- 
tasy fanatics. Woo-hool 


faith in you. Various actions on your part generate impression points within a village. 
While the equation is simple— generate enough points and you convert the village- 
accomplishing this task is anything but. 


2. The decision-making really works. 

Also central to BLACK AND WHITE, or any other game for that matter, is decision- 
making. Our initial concern (damn expectation) was that the game would create condi- 
tions under which it wasn't clear what decision should be made. Why should you be bad, 
we reasoned, if playing the game in a morally good way was an easier path? 

Molyneaux and Lionhead solved the problem through extensive balancing. One of the 
game's early moral decisions involves a group of men building a ship in order to sail 
away. They beg for your help, asking you to provide wood and other supplies. When we 
saw this challenge back in June, we wondered, Why wouldJ2't you help these guys? par- 
ticularly since we assumed a reward was attached to the deed. Our last visit showed us 
why: The shipbuilders grow increasingly more demanding as time goes on. And since 
you're juggling their finicky demands while trying to grow your tribe of worshippers, 
these guys can become incredibly irritating and quite frustrating. Fortunately, thanks to 
the nature of the game, you can fling them into the water if you’d like. 

The other aspect of BLACK AND WHITE is 
that your decisions have long-lasting effects 
on your character, your people, and most 
importantly, your Creature, Can you really 
stomach making someone (and his or her 
descendants) a breeder for life? We’ll find 
out. 

3. The Creature is alive. 

Original plans for BLACK AND WHITE 
didn't place you in immediate contact with 
your Creature. This has changed. Perhaps 
realizing that the Creature is a huge part of 
the game's appeal, you now are immediately 
faced with challenges that will reward you 
with your very own Tiger, Cow, or Ape. 

Largely due to the lack of information sur- 
rounding the Creature, it’s easy to overesti- 
mate its appeal, while at the same time, 
underestimate its value to the core game 
mechanics in BLACK AND WHITE. Part alter- 
ego, part avatar, part tamagotchi and part 
Streetfighter, the Creature is more intelli- 
gent than we thought possible. Conse- 
quently, its gameplay potential is more or 
less infinite. 

For the second year in a row. Electronic 
Arts could be in the position of releasing 
a breakthrough game and a bona fide hit. 
In a day and age in which most games 
are based on previous games, that’s 
refreshing. ^George Jones 


Believe It or Not 


T hree of the four features 
below are actually in BLACK 
AND WHITE. Which one isn’t? 
(Answers below.) 

a) Villagers in the game will have 
their names drawn from your 
Outlook directory. If you receive an 
email from someone in this directo- 
ry, the appropriately named villager 
will wave at you. Click on them, and 
you’ll be able to read the email. 

b) BLACK AND WHITE will go online, 
get your local weather reports, and 
apply it to your game. 

c) You can import your Creature into 
Windows, where it will serve as your 
desktop assistant, automatically 
notifying you of Internet stories 
you’d be interested in, as well as e- 
commerce bargains. 

d) BLACK AND WHITE features a full- 
out 3D fighting game for the crea- 
tures. 

0 :J8MSUB 





Our Man Flint, Danger: Diabolik, and Modesty Blaise 
were the big influences. We also used a lot of reference 
materials, such as books on the era's graphic design, 
architecture, interior decoration, and fashion. 

The characters and story are based on an amalgam of 
the ‘60s spy craze rather than specific sources. The bio- 
logical explosives thing was triggered by Casino Royale, 
but it was also in the general spirit of the Derek Flint and 
Pink Panther films, with a dash of The Avengers, Matt 
Helm, and James Bond for good measure. 

Cate Archer; Where did she come from? 

Will we see her again? 

When we decided to switch to a female protagonist, all 
we really knew was that she would be resourceful, intel- 
ligent, and driven. She went through numerous concept 
sketches, costume designs, hairstyles, names, and even 
nationalities. The hard part was to come up with a look 
that suggested the right age, era, and personality, but 
also worked as a 3D model. After an international talent 
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Craig Hubbard 


N ever heard of him? Neither had we until we 
awarded his game, NO ONE LIVES FOREVER, 
CGW's Action Game of the Year. Because of 
Hubbard’s relative obscurity— and due to his huge 
role in creating the best shooter since HALF-LIFE— 
we even gave him a special award this year: Best 
Unknown Game God of 2000. 

If you share any of our fascination with the best 
female spy since Pussy Galore, here’s a closer look at 
the man who helped put her on top. 


Who the heck are you, and what do you do? 

My official title is lead game designer. I’ve been at 
Monolith for the past four and a half years. I started 
as a level designer on BLOOD, then joined the 
SHOGO team as lead game designer. NO ONE LIVES 
FOREVER is the first project I've been on from the 
outset. 


What was your role in NOLF? You wore several hats, no? 

We all did. My chief responsibilities were to design 
game systems, plan scenarios, develop the story, 
write the script, direct the voice sessions, implement 
the in-game cinematics, create game enviroiunents, 
place enemies, balance the game, and so on ad nau- 
seum. I also got to do some sound design and play a 
role in the development of the musical score and its 
utilization in the game. 


Who wrote the dialogue for the game? The 
incidental dialogue between H.A.R.M. 
henchmen was hilarious! 

I wrote most of it, although there were 
numerous people here and at Fox 
interactive reading, critiquing, and 
making suggestions. There are roughly 
3,400 lines of 
dialogue, 
although the 
script would 
have been 
somewhat 
shorter if I'd 
had more time. 
Funny how that 
works. 


^itzi Martin 
body for 
:iller look. 


Kit Harris gave 
Cate Archer her 
voice, as well as 
Inge Wagner and 
the elite guards. 
Nope, she’s not 
British. 


NOLF recreates 
the camp of the 
60s-era spy 
thrillers so well. 
What were the 
major sources 
of inspiration for 
the game? 

For the look of 
the game, we 
gravitated 
toward lower 
budget movies, 
as they really 
tend to show 
their age. I’d say 
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5, 10, 15 Years Ago in CGW 




A fter just a few hours of playing FALIOUT TACTICS, I tost count of how many times I'd been torn 
apart, by submachine gun fire, cut in half by shotguns, or simply butchered with a machete. And 
I loved every second of it. 

Slated for an April release, FALLOUT TACTICS is shaping up to be every bit the standout title we 
ifiought it could be when we put it on our cover last October. The maps are huge and packed with 
tactical challenge; blind bumrushes of the enemy will prove little more than suicide charges here. 
The vast post-apocalyptic maps are teeming with danger and demand that players 
approach the shifting tactical situations logically. On the third mission, I 
had to draw a patrol into an ambush, surround an enemy squad for a 
gun battle, pick off guards with a sniper, then stealthily coordinate 
the movements of three separate units in order to take out the last 
bunkered defender-all before I even breached the outpost. 

Interplay's goal of forcing players to plan their assaults is 
obviously coming to fruition, as I found myself relying heavily 
on scouting and decoys to beat the Al. 

The new continuous turn-based game mode skates the thin line 
between maintaining tension and becoming too frenetic-and it is 
much better than a traditional turn-based system when it comes 
to coordinating squad maneuvers. 

Supporting resolutions up to 1024x768 with 
32-bit color, FALLOUT TACTICS is shaping up to be a 
wonderfully gritty gameworld. Lighting effects bring a 
great sense of tension to the night missions, and the 
character animations are fluid and realistic. 

Following our upcoming 
review, be sure to 
watch Gamer's Edge 
for tips and strate- 
gies; this is going 
to be one tough 
mother to beat. 


search, Fox Interactive decided to use the likeness of actress/model Mitzi Martin. 

Are there any plans for an add-on or sequel? 

I guess the appropriate answer would be, I could tell you, but then I'd have to kill you. 

What are you working on next? 

Finishing SHENMUE and unlocking Ayane’s last costume in DEAD OR ALIVE 2; 
HARDCORE on the PS2. 
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April 198S 

The big news 
in April of '66 
was a trippy 
game called 
FOOBLITZKY 
from Infocom. 

Requiring two 
to four players 
(at the same computer). 
FOOBUTZKY included four folding 
slates and erasable markers, and 
featured gameplay that was a 
"cross between Mastermind 
and Clue.” Sounds like a lot of 
work to us. 


10 

April 1991 

And we thought 
these days 
were license- 
crazy. CGW, 

Issue 8, 
featured 
reviews of 
tnterplay's first 
LORD OF THE RINGS (“bright, enjoy- 
able, and perfectly harmless") and 
JAMES BOND: THE STEALTH AFFAIR. 
But what really got our— and 
gamers' — attention was the 
full-page ad for Accolade's ELVIRA 
game. They don't get much bigger 
than this,” the review copy 
declared. Amen. 


5 

April 199G 

The reincarnation of Sierra's RED 
BARON was the big news in 1996, 
and our cover story illustrates just 
how far gaming 
has come in the 
last five years. 

At the top of tile 
game’s drool- 
inducing list of 
features: planes 
that when hit, 
would start “streaming semi-trans- 
parent «nohe,” and wings that 
would— get this!— bend or even 
be blown off. 
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The CGW Mix 

Our latest fascinations 


Baldur's Gate II; 

Shadows of Amn 

I've finally got (he end of Ihis epic game in sight. It’s 
been an incredible ride, so rewarding that the idea of 
spending another four months playing as a different 
character is unbelievably tempting. Has any other 
game so deftly balanced a sprawling scope and 
story? -Colley 


Airfix Dogfighter 

It’s every kid's dream: To fly miniature WWII aircrafl- 
with func- 
tional guns 
and rockets- 
through the 
house, and 
jump the 
Germans in 
the living 
room. Simple 
concept and 

easy gameplay, but I was hooked. -Handy 



Dreamcast Games 

Yes, the system's been canned, but dammit, who can 
ignore games like JET GRIND RADIO, SKIES OF ARCADIA, 
and NFL 2K1? Not me. I even bought the over-hyped 
SHENMUE, which wasn't bad once I started imagining I 
was in a Jean-Claude Van Damme flick, -Scooter 



Counter-strike 

We haven't been game-locked like this on a HALF-UFE 
mod since TFC, but COUNTER-STRIKE’S fast-paced 
tactical sim gameplay and real-world weapons keep us 
coming back lor more. The bomb has indeed been 
planted. -Price 


Understanding Media 

Wow. Marshall McLuhan's late GD's 
treatise remains the definitive study 
of all things media. It’s still relevant 
and surprisingly insightful with our 
favorite new forms of media: the 
Internet and games. -Jones 




by Rodney Allan Sneaky 


■ Let’s start off with the Xbox. Anything with a mysterious "X” 
on it grabs my eye. Microsoft is making the Xbox so that it can 
optionally work with a mouse, keyboard, and your PC monitor, so 

\ guess what? It’s essentially a home PC, Take that, Gateway and 
! Dell. Microsoft has unleashed the boys in the lab coats, though, 

; and they’re pushing Xbox technology even further. It should have 

• some radical input options, like voice recognition that really 
works. We’d even guess that it will work with mental telepathy, 

: but the Amazing Kreskin hasn't been recruited by Redmond. Yet. 

i ■ They’re not stopping there, though. As Red Herring learned, 

: Microsoft is seriously considering jumping into the handheld 
I games market. That's just the fastest-growing segment of the 
i games market, after all. The rumor is that while the handheld, 

, dubbed Xboy, has been discussed, it will have to wait until after 
: the Xbox launches this fall, meaning that the handheld would be 
: a 2002 market entry at the earliest. While this would put it far 
■ behind Nintendo’s Game Boy Advance, it would be able to sur- 
pass the GBA’s technology. 

; ■ 3DO is readying several titles. Expect to see a HEROES OF 
! MIGHT AND MAGIC 4 this fall. They’re far along in development 
; already. For this iteration, they’ve focused not on adding more, 

; but on refining the core gameplay. They’ll also publish a MIGHT 
; AND MAGIC IX, though they’re thinking of renaming it. Finally, 

\ they’ve asked a development studio that is well-known for making 
hardcore RTS games to make a hardcore RTS game to go with 
J their Army Men franchise. 

■ Sierra’s having some tough times, and Havas has put them 
under the microscope, with absolutely no sense of humor about 

. things. They’ve already done some layoffs and canceled one inter- 
i nal game that was never announced, ODYSSEY. Mr. Sneaky 
I wouldn’t be surprised if HALF-LIFE 2 winds up at a different pub- 

• Usher. Sierra sold its soul to get the original and didn't acquire 

• guaranteed rights to the sequel. I have no word yet on whether 
Sierra’s officially inked a deal with Valve, but the fact that the 

; game is still unannounced makes me wonder. 

■ Chainsaw David Grenewetzki, Sierra's president, may be count- 
ing his last days. His VP of marketing was fired without notice, 

; and replaced by the French guys, and Grenewetzki is commuting 
from L.A. two days a week. Nicholas Longano, formerly of Mattel 
and the Hot Wheels brand, and Calvin Klein and Revlon before 
that, is the new senior VP of games marketing. So if games are 
like Hot Wheels or bottles of Obsession, Sierra may be okay. 
Longano is head of strategic marketing for Havas, and he is mov- 
ing to Bellevue to take charge. Everything will report to him. 

Sierra Home is also being taken over by another guy from Paris. 
C'est la vie at Sierra these days. 
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by Alex Handy 


$90 million 

Gross U.S. sales last year 
from THE SIMS and THE SIMS 
add-on, LIVIN’ LARGE. 

J 

Number of times Maxis can- 
celed THE SIMS because the 
review board didn’t like it. 

3 

Number of years Will Wright 
secretly directed THE SIMS 
before EA bought Maxis and 
supported the game. 

2.75 million 

Worldwide unit sales in 2000 
of DIABLO II, Blizzard’s 
fastest-selling game ever. 

2a 

Supposed age of Jeff Green. 

3a 

Actual age of Jeff Green. 

lA 

Number of levels in ONI. 

A 

Number of levels that don’t 
suck. 

za 

Number of emails I received 
that complained about my 
ASHERON’S CALL review. 

1 

Number of emails Robert 
Coffey received that com- 
plained about his DAIKATANA 
review. 

13.2 

Percent of gamers who pro- 
nounce “Gibs” as “Jibs.” 

“CGIV” in binary. 

1 

Number of issues “Handy 
Stats” will last. 
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Top 2Chf2000 


Rank / Game / Publisher 

Total Units 

1 

The Sims EA 

1,775,788 

2 

Roller Coaster Tycoon Hasbro 

1,251,770 

3 

Diablo 2 Havas 

970,131 

4 

Who Wants To Be A Millionaire? Disney 

942,978 

5 

Who Wants To Be A Millionaire? 2ni Ed Disney 

752,868 

6 

The Sims: Livin’ Large expansion pack EA 

595,410 

7 

Age Of Empires II: Age ol Kings Microsoft 

595,016 

8 

Sim Theme Park EA 

563,299 

9 

SlmCity 3000 EA 

385,901 

10 

Age Df Empires II: Conguerors expansion pack Microsoft 

373,440 

11 

Roller Coaster Tycoon: Corkscrew Follies Hasbro 

370,121 

12 

Unreal Tournament Infogrames 

352,866 

13 

Command & Canguer: Red Alert 2 EA 

334,400 

14 

Roller Coaster Tycoon: Loopy Landscapes Hasbro 

325,210 

15 

Sim Mania Pack EA 

294,214 

16 

Half-Life Havas 

286,593 

17 

Command & Conguer 2: TIberian Sun EA 

283,544 

18 

SlmCIty 3000 Unlimited EA 

278,496 

19 

StarCraft/Battlechest Bundle Havas 

275,286 

20 

Diablo Havas 

260,020 

Source: PC Data, Inc., Reston, VA 


The Buzz 

“Don’t underestimate toys - it was games that got the personal 
computer revolution going.’’ -Matthew Mason, computer science 
professor at Carnegie Mellon University, quoted by AP 

“There’s no lack of creativity in this business, there’s just a lack 
of consumer demand for anything outside of the core settings. 
Unfortunately.” -Brian Fargo, founder of Interplay 

“I guess someone figured out that there really isn’t a huge eco- 
nomic benefit to publishing every piece of mass email that comes 
out of whatever PR firm Microsoft uses.” -Bruce Geryk (Strategic 
Therapy on Gamepen.com), on the collapse of online gaming 
alliances 





Welcome to aii unprecedeiited blend of radical RrG and serious strategy. 

It’s cuiuiing against savagery, and steel against magic. It's 80 mind-bending quests 
in an ever-changing 3D world. It’s 300 vicious manifestations of pure evil. 

It’s the unique power to create deadly spells ajid awesome weapons from the spoils 
of your adventures. It’s flexible, multi-skill character development. It's stealth, 
treachery and fierce combat set in a dark, rich storyline. It’s Hell to pay. 

We call it Evil Islands. You can call it home for the foreseeable future. _ 
WWW'. evil-islands. com H 
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Arcanum: Of Steamworks 
& Magick Obscura 

(SIERRA STUDIOS) Wclcome to 
the land of Arcanum, where 
magic and sorcery hold 
equal sway with technology 
and science. An adventurer 
among dwarves, humans, 
ores, and elves might just as 
easily wield a flintlock pistol 
as a flaming sword. 

Baldur's Gate II Expansion 
Pack: Throne of Bhaal 

(INTERPLAY) Continue the epic 
saga of Baldur's Gate"' II 
to its ultimate conclusion as 
you fulfill your destiny as the 
child of Bhaal. Unravel the 
mysteries of Watcher's 
Keep, cast new high level 
spells and gain powerful 
new abilities. 

Myst III: Exile (BRODERBUND) 
Building on the surreal style 
of Myst and Riven, Myst 111: 
Exile features new fantastic 
environments that made its’ 
predecessors immersive, 
mysterious and beautiful. 
Exile features five entirely 
new ages for players to 
explore and hours of new 
mysteries to uncover. 

Black & White (electronic 
ARTS) A role-playing game 
unlike any other you’ve 
played before. You play the 
role of a deity in a land 
where the surroundings are 
yours to shape and its peo- 
ple are yours to lord over. 
Your actions decide whether 
you create a heaven or hell 
for your worshippers. 

Tribes 2 (sierra studios) 

The ultimate team-based 
experience, set in breathtak- 
ing worlds where brainpow- 
er and teamwork are the 
only true keys to survival. 
Unprecedented innovations 
in teamplay and tactical war- 
fare will summon your intel- 
lect and gaming prowess 
in unimaginable ways. 


Fallout Tactics: Brotherhood 
ol Steel (INTERPLAY) A squad- 
based tactical combat game 
set in the Fallout universe 
and serves as a side story to 
the series' ongoing continu- 
ity. Features many systems 
native to the series, which 
will no doubt please those 
hungering for another 
postapocalyplic romp. 

Evil Dead: Hall to the King 

ITHQ) Ash must once again 
attempt to save the world 
from an appalling and horrific 
end. Survival horror genre 
is taken to new heights by 
combining the successful for- 
mula of suspense, action, 
and puzzle-solving with 
over-the-top bloodlust and 
signature humor. 

Star Trek: Away Team 

(ACTIVISION) You are in charge 
of an elite group of officers 
brought together to take 
care of the Federation's dirty 
laundry. Your unit will consist 
of 22 characters, each with a 
unique expertise. It's your to 
choose the 3 to 6 officers 
needed to complete each of 
the 1 8 missions. 

SlmCoaster (electronicartsi 
Experience the most gut- 
wrenching, pulse-pounding 
roller coaster of all time. You 
research, create, staff, and 
manage the theme park of 
your dreams. An easy-to-use 
interface and stunning 3-D 
graphics make it fun to cre- 
ate and enjoy. There’s a new 
thrill around every corner! 

Clive Barker’s Undying 

(ELECTRONIC ARTS) A firSt-pCr- 
son action game based on 
the Unreal Tournament engine. 
Clive Barker immerses play- 
ers in 1920s Ireland.The rich- 
ly rendered environments 
and detailed characters cap- 
ture the dark, ominous spirit 
of the horror master’s 's 
other narrative creations. 
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Get thousands of game titles at amazon.com/videogames 
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Medal 0[ Honor Allied As sault EA 


EARTH & SEYOND 


HOSTILE WAHRS: AHTAEUS RlSiRE 


hmH III: THE W0LFA8E 


HAlE-UFEE: Nothing ‘official.’' but NYU computer 
sdence professor Ken Perlin says he’s been 
working with Valve on a way to iet players 1311 
in love with in*game characters.'' Love ‘em and 
leave ‘em bleeding, that’s our motto. 


Arcanum Sierra 


Battlecruiser MillHuiiow 3DQOAO Inc. Spring 2001 

BatBe Realms Crave Summer 2001 

Black 4 White EA Spring 2001 

fommand & Conqqw: itenegade W estwood Spring 2001 

MUM Commandos 2 Eidos May 2001 

Destroyer Co mmand Mattel Spring 2001 

Deus Ex 2 Eidos Summer 2002 

M BBM Dbblo II: L«d Of Destrucfien Blizzard Summer 2I101 

^j KflW Dreamtand Chran: fteedem Ridge Bethesda Christmas 2DD1 

Duke Nuke m Formrer 3D Realms Fall 2001 

Dune DreamCaicher Summer 2001 

Dungeon Siege Microsoft August 2001 

HEW |arth & Beyond V/es twood Winter 2001 

Elder Scro lls : Morrowind Bethesda Winter 2I101 

mmt Em pire Earth Sierra Summer 2001 

Emperor: Battle For Dune V/estwoed Summer 2001 

Fallout Tactics: Brotherheod Pi Steel Interplay Spring 2001 

Flasli Point: S tatus Quo 196 5 Bohemia Summer 2001 

Freedom Fort e Crave Winter 2001 

Fre elancer Microsoft Fall 2001 

Halo Bungle Fall 20D1 

Harpoon 4 SSI Spring 20D1 

NEW Host ile Waters: Anbeus Rising interplay Summer 2001 

Icewind Dale: Heart Of Winter Interplay Spring 2001 

IL-2 Sturmovik Blue Byte Spring 2001 

Leg ends Of Might & Magic 300 Spring 2001 

M?a jpJi Ma yhem 2: The Art Of Magic Bethesda Spring 2001 

Majestic EA Spring 2001 


Nerorwinter Nights interp lay 

' Planelsid e Verani 

Pool 8i fladiance II SSI 

Red Faction THQ 

Return To WoHenstein Activision 
Serious Sam G.O.D. 

Sid Meier's Chrilcatton HI Hasbro 

Sigma Microsoft 

Silent Hunter tl Mattel 

‘ T he Sims : House Party EA 

SimsLweEA 

^ NEW Sims Onli ne EA 


Sovereign Sony Online 

— — n Star Trek: Bridge Commander Activision 
^*8»mr Wars Gala xies VeranUluc a sAtts 

Stronghold S.O.D. 

SummonerTHO 

Team Fortress 2 Sieita 

The W orld Is Not Enough EA 

Th ief HI Eidos 

Ultima Online: Third Dawn Origin 

' Ultima Worlds Online: Origin EA 

WarCra ft III Bli zzard 

Warlords iV Mattel 

X-COM: Alliance Hasbro 


lipeline 


Ape Of Wenders I I: The Wizard's Throne G.O.D. 
Ahine In J[he_ Da^lThe N w Niirirt inarelniograme s 


Software development is an inexact science, so pinning down release dates is like predicting the 
next gaming website to go under. These dates represent the best available into we had at press 
time. If you're a publisher, send us your updates: cgwpipeiinegziffdavis.com. 


' NE W Master Of Orion II I H asbro 

Max Payne G.O.D. 

MachCommander 2 Microsoft 


Updates 


DREAMUHD CHRONICLES; FREEDOM RlDCE; The game 
has been pushol back all the way to the end of 
file year. Why? Mythos Is working on a custom 
engine for the PS2 version. Curse those consoles 
for delaying our PC games! 


9 ^ , 


CIVIUTATION III: An online interview at twingalax- 
i8S.com revealed that Firaxis is working on cus' 
tomizable units a la Alpha CENTASRf, more ways 
to achieve victory, and customizable music. 

DIASLO II; THE LORD 01 DESTRDQTIDN: The expansion 
has a name now, and it's - unoffiaally ~ in 
pre-alpha. They're not even dose to tweaking or 
balanting the new skills yet; It'll be many moons 
before you can bloody your sword again. 


Just Announced 

MASTER OF ORION 111: The game is stiil very ‘pre- 
alpha.” The team has reached the point where 
one can research technology and have industries 
build things, but that's about it 

A6E OF WONDERS II; THE WIZARD'S THRONE 


cgw.ijamespol.tiim ■ CDMPUItR GUMING WOHL^ 
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The godfather of gangster sims 
is ‘back. In the tradition of 
prohihition-era mobsters, it^s 
your Joh to keep your hit men, 
kidnappers and hoods in line so 
you can make a killing, so to speak. 



Day and night are equally strategic so 
you can appear legit all day and sare 
your dirty work for the wee hours. 



The in-game adrisor helps you more up 
the ranks from a fledgling hoodl’jm to 
a feared and respected made man. 



Command a host of new specialist 
characters to build your team’s 
criminal power and family connections. 


OaipBi^ 


It*s Disturbingly Authentic 
www«gangster82«com 
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M ost people use game engines to make 
games. Anna Kang makes movies. At 
Fountainhead Entertainment, the former id 
employee is creating Sidrial, the first commercial ani- 
mated title using the QUAKE III engine. 

inspired by Vernor Vinge’s science-fiction novel, 
“Deepness in the Sky" and the television series 
Babylon S, Sidrial has a familiar “rebels fight alien 
invaders” storyline underlying the action. Kang recent- 
ly revealed the story exclusively to CGiV: 

“In Sidrial, a race of people have been torn and 

beaten fay a hostile, mysterious species 

that seem unable to be defeated. The 
Invaders are ancient, and their history 
spans millions of years. The ’ 

SiSrtUans, who have fallen victim ~ 

to these invaders, are a race with 

merely a hundred thousand years jMSS ^ 

of history,” she said. V < 

“Two planets unite to vanquish 
a dark force which threatens to BVB ' 
destroy every living thing in its i 

path. The story follows the rebel :! 

leaders and their fight against extinc- 
tion. Their journey leads them to 
uncertainty and a discovery that will change 
everything. Earth will find itself In the middle of the 
greatest war the Universe has ever seen.” 

Making movies with a game engine is called 
“machinima." It was born with the release of QUAKE in 
1996 by id Software. Check out the four-hour epic 
Seal ofNehahra from The Nehahra Project to see what 
an^^ntique engine can do. Slapstick cartoons 
“Ami^ent Huntin’” and “Hardly Workin’” from ILL Clan 
show off the lighter side of QUAKE. 

Using the game engine to create scenes rather than 
using the traditional way of pre-rendering an animated 
film allows for faster and cheaper movie-making 


that will be adaptable as new, more elegant engines 
like Monolith’s LithTech arrive. The LithTech engine is 
even being expanded into a suite of film production 
tools called “LithTech Film Producer? 

A successful machinima needs a compelling script, 
like any movie, but it also needs solid code, a director, 
and an animator. Sidrial draws upon two artists, two 
level designers, a programmer, a sound engineer, and 
Kang. 

Why does Sidrial use the QUAKE IN engine? The 
obvious reason is because Kang’s husband is none 
other than John Carmack, the genius who 
programmed QUAKE III. But Kang also 
says that QUAKE Ill’s graphical capabil- 
ities can do tricks you’ve never seen. 

In games, designers often struggle 
with considerations of frame-rate, 
processor speed, and lag. But 
when an engine powers a movie, 
/ it blows past those limits, particu- 
j larly with the help of a few film- 
/ editing tools. 

/ “The main tool we use is proprietary, 
written in-house," Kang said, “but we 
also use tools ranging from traditional 
film/television hardware and software to tradi- 
tional game development tools. If we can't find it, we 
create ii" 

Fountainhead Entertainment is creating a world that 
will haunt you even as it shoves machinima into the 
mainstream. Kang believes that anything from a per- 
sistent online universe to a comic book series is pos- 
sible. “SidriaPs story is so expansive, that if things go 
well, I see myself as engulfed with Sidrial as George 
Lucas has been with Star WarsP And thanks to QUAKE 
III, it will be made at a fraction of the cost 
Watch for Sidriafs release in cinemas or on cable 
television later this year. S3U 
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WELCOME TO MAJESTIC, 

IT ALL BEGINS AT 

THE SUSPENSE THRILLER 

MAJESTICTHEGAME.COM 

THAT INFILTRATES YOUR 


LIFE VIA THE WEB PHONE 



M A 1 C" C* T T/* 

AND FAX. AND ONCE IT’S 

n A U L o 1 X L.- 



THERE IT NEVER LEAVES. 

IT PLAYS YOU" 











The first 2 separate games to play 





Animated Violence 


QuickTime" 


Killer 


3D modeled ships, subs, aircraft from.ajI^the}|j^qr 
powers in the Atlantic. ' 

Ultra-realistic, real-time ocean and weather effects. 


www.silenthunter2.com 


On OO-HOM tor WINDDUIS' 95/98/ME 


SILENT HUKTEn II and DESTROYER COMMAND 


S.2005 TLC Entertainmsnl Pfopsflies LLC All rtgMs ressrtea. 
QiiickTims a«! Ifie QuicIcTtme logo are iraSemarks used under 





against each other via the internet! 

DESTROYER 


kWWII NAVAL COMBATiSIMULATION 


Submarine 

Annihilator 


Blast away at an extensive list of targets including 
warships, submarines, merchant ships and aircraft. 

Adjustable difliculty and realism levels. 

www.destroyercommand.coni 
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We're living in the future. 

Thirty-on6 years ago, 
Stanley Kubrick thought 
we'd be floating in space 
stations by now, yet here 
we are, earthbound, look- 
ing at the stars and 
dreaming of hurtling 
through infinite space. 

You're not alone. 

Game developers are 
building visions of a 
spaced-out future that will 
make WING COMMANDER 
and TIE FIGHTER look like 
World War I. While NASA 
talks about terraforming 
planets, we're talking 
about putting you in com- 
mand of starships. 

Forget reality. Get ready 
for the ride of your life. 




CONTACT I 



TRADE BAIT A Tetran trader ship fires at a Black Vendari Leviathan in Jupiteds orbit. This nasty alien can crush a player's ship in Its powerful jaws. 


EARTH AND BEYDND 


Taking gamers to deep space — a few thousand at a time 


R ight now, as you read this, 
odds are that some genius 
is pitching a massively- 
multiplayer oniine version of 
Hogan '5 Heroes. Unlikely? 

No more so than that show’s "mad- 
cap situation comedy in a Nazi concen- 
tration camp" 

BY ROBERT COFFEY premise. The 
fact is, the vir- 
tual playground of online gaming is 
about to get a whole lot more crowded 
in 2001 as a slew of developers unveil 
their efforts to jump Verant and 
EVERQUEST’s claim on the online gold- 
mine. Designers are working overtime 
trying to come up with unique hooks 
and niches to set themselves apart 
from the ever-expanding pack. Yet, 
in the end, most of these games will 
be met with resounding indifference. 
Considering the enormous time com- 
mitment these games demand in order 


to be entertaining, how many varia- 
tions on the same theme can gamers be 
expected to make time for? 

We’re thinking that there are just 
enough hours in the day for 
gamers to squeeze in one 
more. And we’re thinking 
that game might very well be 
Westwood Studio's inaugural 
effort in the persistent online 
world milieu, EARTH AND 
BEYOND. 

Space Cowboys 

So why are we betting 
on EARTH AND BEYOND? 

Because it's the only game 
that actually gives players the 
opportunity to carve out vir- 
tual lives for themselves in the finest 
Buck Rogers tradition, building their 
own spaceships, fighting for or against 
good, amassing enviable fortunes, and 


exploring the most distant reaches of a 
far-flung universe. 

The game takes place well in the 
23rd century. Humanity is living in a 
state of cold war, still recov- 
ering from a nearly cata- 
strophic conflict that took 
place some 100 years previ- 
ous. Three factions now dom- 
inate the solar system: the 
voraciously capitalist Terran 
Alliance holding Earth; 
the science- and discovery- 
minded Jenquai living on one 
of Jupiter's moons; and the 
Progen Republic, the warlike 
colonists who are genet- 
ically engineering warriors 
on Mars. 

These three factions form the foun- 
dation for the character you will create; 
while E&B may look like a space sim 
joystick jockey's dream, the game is 


I Genre | 
Massively-Multiplayer 
Online RPG 

Publisher 
□ectronic Arts 

* 

Developer 
Westwood Studios 


L" 


Release Date 
0401 


Hrww.westwood.com 


"J 
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WHAT PLANET ARE VQU FRDM? Many of the stations you'll visit will be planelside, bringing the game and some of its guests 
down to an alien terra firma. 


actually a very solid RPG. Each of three 
possible trades (fighter, warrior, or 
merchant trader) is available to any 
citizen of any planet, and the skill 
bonuses each planet confers conse- 
quently aeate a pool of nine potential 
roles. So while you'll get the best pure 
traders from the Terran Alliance, the 
more combative Progen trader can 
enjoy just as much success in the 
game.. .he just may need to do it more 
as a pirate hijacking convoys and trad- 
ing in black market goods. 

What I Learned at Space 
Camp 

Similar to ASHERON’S CALL, gamers 
will start with just two or three basic 
skills, and gain more (probably up to 15 
or 20) as they accumulate experience. 
Unlike EVERQUEST's, E&B's skill sys- 
tem will not be use-based, so gaining 
experience will be crucial. The list of 
skills hasn't been finalized yet, but 
Westwood is planning on having liter- 
ally 100 or more, including diplomacy, 
critical hit, and various weapon skills. 
Leveling up will allow you to add new 
skills or train to improve existing 
ones— though to improve skills to the 
fourth or fifth level, you will probably 
be tasked with completing some epic 
quest. Additionally, home planet limits 
will help determine how high sldlis can 
go, so don't count on maxing out your 
critical hit rating if you’re playing as a 
Jenquai merchant. 

One of EARTH AND BEYOND's most 
interesting features is how your space- 
ship becomes a physical exprssion of 


your character's class and level. Sure, 
you’ll design a handsome 3D avatar to 
wander around space stations and get 
quests (more on that later) but 99 per- 
cent of your presence in the game will 
be as captain of your own personalized 
ship. As you gain levels, you’ll move up 
the game's tech tree and win the 
opportunity to upgrade specific por- 
tions of your ship at predetermined 
increments. Will you upgrade your sen- 
sors or opt for more firepower? Should 
you increase your shielding at the 
expense of faster engines for eluding 
attackers? Every race has a specific 
ship style, and every trade a specific 
baseline ship, so the inky blackness of 
space should be filled with a huge vari- 
ety of craft— especially since players 
also will be able to pick their own ship 
color and decals (some of which may 
be rewards that become available at 
certain levels). You should also be able 
to assess another ship’s level, class, 
and abilities at a glance. 

Galaxy Quests 

So how will you obtain the experi- 
ence that is necessary for adding skills 
or upgrading your ship? Well, you 
could follow the basic online RPG 
model and just kill lots of stuff. But the 
designers really want you to go on 
quests; to that end, they’re bending 
over backward to make their questing 
system the standout that the current 
king of the hill, EVERQUEST, isn’t. The 
hope is that quests will add more sub- 
stance and narrative flow to the game 
than constant, random fighting would. 


Twinks in Space 

’’Twinking," the practice of artifi- 
cially buffing up your character, is 
going to be nigh onto impossible in 
EARTH AND BEYOND. Most twinking 
is done by having a high-level char- 
acter load up a newbie with super- 
powered items that he could never 
hope to get through legitimate means. 
E&B’s tech tree thwarts twinking by 
having your ship incrementally gain 
new tech levels. So if your vessel's 
engines are at tech level two, it is 
impossible to slap a ninth-level 
engine on it— it simply won't go on. 

This anti-twinking policy can't 
come as good news to Westwood co- 
founder, Brett Sperry, who is, accord- 
ing to several sources at Westwood, 
an EVERQUEST twinker supreme. 
Sperry has his high-level characters 
practically neuter and nail big mon- 
sters to the ground before letting his 
fresh characters deliver the killing 
blow and garner all the experience. 
He reportedly runs four PCs at home 
to make this tactic work. While you 
may or may not agree with Sperry’s 
alleged character augmentation, 
you've got to hand it to the guy for his 
ingenuity and enthusiasm. If EARTH 
AND BEYOND can only inspire a hand- 
ful of players to the level of Sperry's 
industrious fanaticism, it can't help 
but be a hit. 


Ways EBB 
Isn't, a 
Traditinnal 
Space Bams 

1. No Joysticks Combat is real-time but 
mouse-driven with invisible die rolls, 
based on such attributes as skills and 
weapons, determining the outcome. 

2. Scale Even the biggest player ship is tiny 
compared to a space station, capital ship, 
or many of the creatures. 

3. Web Integration You'll be able to buy and 
sell items online but out of the game- 
world. 

4. Journalism Westwood is hoping to inte- 
grate fan fiction into the game in the form 
of players participating as reporters on 
game events, which could become an 
actual role to play. 

5. Death Since it’s a persistent online 
world, death is not permanent You'll get 
one free death a day; after that you’ll 
respawn at your starbase at 70 percent 
health with the option to pay for a full 
repair. 
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There are basically two types of 
quests: crafted and personalized. The 
personalized quests are obtained 
through quest generators you find on 
space stations. These generators take a 
look at your character, fill in details in a 
quest template, and then send you off 
on an escort mission, a salvage run, a 
retrieval errand, or any of hundreds of 
possibilities. 

The crafted missions should be more 
compelling, advancing the storyline 
and often requiring you to get help to 
complete them. These quests 
could be as straightforward as 
asking you to assassinate an 
NPC to tasking you with creating 
a squadron of fighters in order 
to take out an enormous capital 
ship sometime later that week. 

They will not all be conflict- 
oriented, however. Explorers can 
expect to go on quests to dis- 
cover new planets, star gates, 
space creatures, and more. 

The one thing all the quests have in 
common is that they're saved server- 
side with your character, so only you 
will get credit for completing the quest. 
For example, if you have to assassinate 
a pirate leader, some spoilsport who 
kills him before you may get combat 
experience but not the big quest payoff 
(you'll get that after your target 
respawns and you take him out). And 
players won’t be able to hog all the 
good crafted quests either, since 
no character can carry more than four 
active quests at a time. 



appearance of Ihe modect spacesiiip 
ivifli which start out. 










Lost in Space? 

The one concern we have about this 
visually dazzling, enormously appeal- 
ing game is a potentially big one: 
communication. Even though clans and 
corporations will be able to maintain 
radio contact on personal, CB-style 
channels, most player-to-player com- 
munication will be limited to starbases. 
Players nearby each other will be able 
to chat, but in the vastness of space it 
seems likely that players will be incred- 
ibly spread out and forced to cluster 
around key navigation buoys to find 


any companionship. It's obviously too 
early to make a real call now, but if E&B 
does not provide adequate player 
socialization it runs the danger of not 
developiing a community of committed 
players— the very thing that makes 
these online games thrive. 

In the meantime, we're looking 
forward to participating in the beta 
test (see sidebar if you’d like to partici- 
pate). The test should clear up any 
questions lingering in our minds. ..and 
if our EVERQUEST addiction is any indi- 
cation, the game should suck up hours 
and hours and hours of our woeful 
lives. S3n 


BIG BAGGIES 
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HOW BIB IS BIG? Expect bi see drastic differences in scale throughout the gatiK. Many of the monsters will be comparable in 
size to die space station dwarfing the Jenquai ship here. 



PRETTY ON THE INSIDE The inside of this planetside docking sUtion really shows oH EARTH AND BEYOND's stellar graphics. 



Do you want to participate in the 
EARTH AND BEYOND beta test? Go to 
http;//weslwood.ea.com/specials/betas 
ignup/index.html and enlist. A few 
caveats are in order. First off, be pre- 
pared to mix your play with work. 
Westwood will need testers to commit 
to between 12 to 30 hours a week of play 
time — time that 
I Wanna Be a mijht be spent 
Spaceship lesling specific 
Ranger 

game universe 
on specific days and times. Be you a 
newbie or the world's most experienced 
gamer, you'll be expected to document 
and concisely explain any bugs or prob- 
lems in regular reports. 

You'll also need a fairly hefty system 
(at least in the early portion of the test- 
ing). Testers will need a minimum 
Pentium III 500 with 128MB of RAM, tGB 
of hard drive space, a GeForce 128, and 
at least an ISDN Internet connection. 



PORT OF CALL Ships will be constantly flying In and out of neutral space stations, which are the primary 
places for players to gel quests, trade goods, and form parties. 
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TUG ALQNG Different ships within l-WAR 2 will he used for different purposes. REmember to use a bioger ship than Ibis lug if you plan on fighling anyone. 

STAR TREK: 

BRIDGE DDMMANDER 

ROD 

INDEPENDENCE WAR 2: 

THE EDGE DF CHADS 


Take command of the 
biggest and the 
baddest in these tuuo 
auve-inspiring space 


T his seminal year in history has added a 
new directive to the space sim genre: 
Games now obey your will. 

You're no longer just a cog in a massive war 
machine. You don't just flitter around, squeeze 
the trigger, and spew colored lighting at 
another space speck. You don’t listen to your 
commander yell out an order and begrudgingly 
follow it. 


simulations 


Now you are the commander. 

This is the space sim experience for 2001. You 
utter a phrase, and your men follow it. You say, 
“Destroy," and they ask, "How fast?" Sure, you 
may have to talk with some advisors before 
deciding on a course of action, and you do still 
have to report to a boss, but the 
BY THIERRY NGUYEN bottom-line is: Your word is law. 

Larry Holland's STAR TREK: 
BRIDGE COMMANDER (BRIDGE COMMANDER) 
and Particle System's INDEPENDENCE WAR 2; 
THE EDGE OF CHAOS (I-WAR 2) present two dif- 
ferent takes on the aspect of command. One 


game is American and the other is British. One 
replicates the experience of a beloved franchise. 
The other is simultaneously expanding and 
refining a new creation. One follows a tight, pre- 
cise formula, while the other presents you with 
an open playfield and drops in narrative when 
you feel like tackling it. 

Hrst Question: How Does One 
Command? 

It would be nice to simply bark orders to 
"divert engine power and raise shields!" but 
since not everyone has voice recognition soft- 
ware, these two titles use the tried-and-true 
menu-driven command systems. 

(For those who do wish to bark orders that are 
actually recognized, we highly recommend a 
program called GAME COMMANDER 2, $30 from 
www.gamecommander.net.) 

The original I-WAR had a dazzling array of 
commands but featured a clumsy interface for 
issuing them, Both BRIDGE COMMANDER and 
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I-WAR 2 endeavor to make exercising your will easier. I-WAR 
2 still uses hotkeys for immediate access and execution, but 
there's also a HUD-menu. Use your joystick hat to pop up a 
straightforward menu with four options ; click your hat around 
in different directions to see your commands, whether to pri- 
oritize the order of repairs, select a system to cruise toward, 
or detach your turret fighters and let them fight on their own. 
Much, much easier than before. 

In BRIDGE COMMANDER, giving orders requires merely 
turning toward an officer and clicking. Aim your mouse at 
your First Officer, and you can solicit sound advice or instruct 
her to put the ship into red alert. Click on your Tactical Officer 
to tell him what maneuver to pull, where to aim, and what to 
fire. Larry Holland and his team's desire to make command 
accessible to everyone, even those who’ve never flown any- 
thing of the sort before, seems to be quite effective. 

Why Are You in Command in the First Place? 

Each game has an interesting story and a different method 
of telling it. BRIDGE COMMANDER depicts command by suc- 
cession. The original captain of your starship dies in the line 
of duty, and you, plucky First Officer, are immediately pro- 
moted and given the task of taking over the ship and continu- 
ing your mission of investigating a weird space maelstrom. 
Soon, you will tumble dovm a path that leads to the involve- 
ment of Star Trek luminaries Picard and Data (with authentic 
voices to boot) and concepts such as Cardassian super- 
weapons. The game is divided into 35 missions distributed 
between 8 episodes. Veterans to Holland’s Star Wars space 
combat games will notice that there is much more flexibility 
when it comes to playing missions this time. Rather than a lin- 
ear string of objectives, you can now prioritize in what order 
you’ll tackle the various missions within a given episode. 
However you approach them, the emphasis— as in last year’s 
STAR TREK VOYAGER: ELITE FORCE— is to replicate the theo- 
retical experience of an episode of Star Trek. 

I-WAR 2 depicts command via progression. You start out 
with a lowly command module but soon move onto ships such 
as tugs, a storm petrel, a light corvette, and a heavy corvette. 
Also, while BRIDGE COMMANDER will have a fixed. Sovereign- 
class starship at your ready, I-WAR 2 will allow you to cus- 
tomize and/or upgrade various aspects of your ships. The sto- 
ryline here is also mission-based and includes several tradi- 
tional elements, such as ragtag bands fighting imperial and/or 
corporate oppression, yet, the bulk of the game is made up of 
freeform space travel, a la PRIVATEER or ELITE. You roam 
about space, looking for either trading opportunities or even 
poor freighter ships who can be.. .coerced into giving you 
their goods. Or you could check your email at your home base 
and accept missions ranging from escorting merchants to 
destroying pirate squads. 

The plot itself is divided into acts and will simply drop in 
story-specific missions at certain times. These will be more in 
the vein of the unique missions offered in the previous game, 
such as using a cutting beam to sear graffiti onto a New 
Alliance flagship. So while there is an interesting story 
to serve as a framework, British design sensibilities are 
putting more emphasis on a massive universe and open- 
ended garaeplay. 

Outer Dark 

Are you a distant commander or are you one who gets Iris 
hands dirty? 

Both games may sound a little hands-off, but space combat 
is still quite the opposite. The biggest ship that a player can 



BRIDGE DECORATOR Tliat far middle seal is yours, and the empty one to the right Is reserved for various 
dignilaries/ambassadors who pop up during missions. 




FREE SCREENING You can eillier watcli the battle unfold in this tactical screen, or take manual control of 
Ihc sliip yourself. 
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obtain in I-WAR 2 is corvette-sized, so while it's sig- 
nicantly bigger than a traditional dogfighter, it still 
possesses more speed, maneu- 
verability, and involvement than WHAfS yours is mine 
a massive capital ship. S imilar ly, 2 will be more free- 

BRIDGE COMMANDER features I'" !»"“ ■»* 

and snatch spscB stuff from 

options for both hands-on and goody-goody merchants, 
hands-off combat. 

I-WAR 2 features the same 
Newtonian physics as its predecessor, so combat is 
a refinement of the delicate, ballet-style naval 
engagements handled so well in the original. As 
mentioned before, the interface has been cleaned 
up. Rather than jumping around to different stations 
as you did in the previous game, you simply click 
through the various menus without ever leaving the 
main view. Additional tactical considerations over 




the original game include a 
wider arsenal of ship gadgets, 
ranging from weapons to shield 
types to engines, and the ability 
to customize your load-out 
before heading out on a mission 
or for a random flight. 


OUTLOOK 300D Frcm your central base, you can 
accept mis^ons via email, decide what goods to 


items for your ship. 


Combat in BRTOGE COM- 
MANDER can be handled entire- 
ly through orders— you can tell 
the Tactical Officer what to do, 
or you can hop into tactical 
mode and use the keyboard to 
directly maneuver your ship. 
Multiple weapon and shield sys- 
tems are modeled, so considera- 
tions such as facing, firing rate, 
and collateral damage are 
all present. Because you're 


HOW'S HOLLAND? 


Not overyday does one get the chance to 
exchange words with space sim legend Larry 
Holland, so we now give you the results of our 
lexical intercourse with the vision behind some 
of the best space sim games ever. 

CGW: You've always been more involved in 
the fighter-pilot aspect of simming, starting with 
SWOTL and continuing through the Star Wars 
games, What made you decide to focus your 
next project on a capital ship scale, and how 
was the process of adjusting from the single- 
fighter mentality to the enllre-cap-ship men- 
tality? 

LH: [Well] before that, two of the earliest 
games I worked on when I joined the industry 
were actually large naval ship and fleet-based 
games, P.H.M. PEGASUS and STRIKE FLEET, both 
published by EA in the 1960s. So you could 
almost say I'm coming back full circle, as Star 
Trak is more a naval sim in space whereas Star 
Wars is much closer to a WWII fighter sim. 

We did not even try to prototype BRIDGE 
COMMANDER on our existing ALLIANCE engine 
as we really wanted to start from scratch and 
create a new genre— a command sim— that 
allows you to Interact with your crew and take 
direct control of the action, but otherwise not 
require micromanagement. From the start we 
saw the pitfalls In just slowing down a fighter 
game. We have really tried to take a unique 
approach to controlling your ship in 3D space 
and combat while remaining authentic to the 
license and creating only a short learning 
curve. 

CGW: Looking at the lackluster sales of 


recent space sim titles, even Space Sim of the 
Year winners like FREESPACE 2 and 
INDEPENDENCE WAR, a) what do you think 
seems to be the main factor in thesa sales, and 
b) what do developers in this genre need to do 
to fix this? 

LH: Well, I'll give you some insight into what 
most publishers are saying about the trend- 
science fiction or space-oriented games are on 
the wane, that even the major licenses are hav- 
ing a tough time doing the same numbers as 
their previous titles, that to do a non-licensed 
space combat game for the PC or console is 
near suicide, that consumers are tired of joy- 
stick games, and that joystick owners are now 
even a niche among the hardcore segment. One 
thing is for sure: It's a tough climate to launch a 
space combat game. 

While I enjoyed FREESPACE, INDEPENDENCE 
WAR, and ALLEGIANCE, my feeling is that no 
game in recant memory has broken the mold 
and taken the genre to the next level or in a 
new direction— either they only look prettier, 
have more options, or are more difficult to fly. 

What the space combat genre needs is some 
truly innovative approaches to gameplay. We're 
trying to accomplish this with BRIDGE 
COMMANDER, 

CGW: How does it feel to switch from one 
established license to another? Any specific dif- 
ferences regarding working within the limita- 
tions of either license that you can discuss? Do 
you plan on embarking on a more creative, per- 
sonal, licenso-free project down the line? 

LH: Well, it is definitely a shift and we have 


even felt some disappointment from some of our 
long-time fans. Working on Star Wars for the 
last eight years was great, but keeping a team 
motivated for another round just wasn't possi- 
ble. The whole company pretty much loves sci- 
ence fiction from Star Trakto 2001: A Space 
Odyssey to DuneXo Babylon 5. We really felt 
like we were up to the challenge to make a 
game that could live up to the greatness of the 
license — Star Trek II: The Wrath of Khan. Yes, 
we've got some original projects in the works, 
the one I can mention is an original action-ori- 
ented Xbox title in development that has quite a 
bit of flight involved and is based upon a unique 
fantasy universe created in-house. 
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CONTACT I 


PRIDE OF THE FLEET Heres your final ship, complete with detachable turrets, slick shields, and the ability to dish out serious damage. 


manipulating a Sovereign- or Galaxy- 
class starship, keep in mind that com- 
bat will be slower-paced than it is in 
I-WAR 2. 

From Here to Eternity 

What good is command when you’re 
the only person around? 

BRIDGE COMMANDER, SO far, is com- 
mitted to a multiplayer skirmish model, 
in which up to eight players can indi- 
vidually command their own vessels. 
While there won’t be all-new interface 
art for each race, you and your buddies 
can now see who best knows how to 
use Roraulan Warbirds, or whether a 
Marauder can really take out a Keldon. 
The team is also looking to develop 
cooperative scenarios, such as that in 
Star Trek; First Contact. But they are 
making no guarantees. 

I-WAR 2 will have a host of multi- 
player options. Besides traditional 
deathmatch, there will be Capture the 
Pod (the space version of the ubiqui- 
. tous CTF), and a "bomb tag" scenario. 
Think of it as a cosmic version of Hot 
Potato, where players fling the bomb 
from one to the other, hoping not to be 
the fool who has the bomb attached 
when it finally detonates. 

These titles definitively indicate that 
the space combat genre. long confined 
to dogfighting in space, is actually (and 
finally) evolving. Not only do you fight 
for yourself, you can use mind-control 
techniques to make others do your 

T.-rrr ■ ■■ r 


bidding. Will the iimovation and sense 
of power offered by these titles bolster 
the recently sagging space sim genre? 
We’ll find out, first with I-WAR 2 ship- 


ping around the time you read this, and 
BRIDGE COMMANDER rounding out the 
year come Labor Day. 



STAR TREK DEEP SPACE NINE: 

□ □MINIDN WARS 


I f Simon and Schuster hadn't sur- 
prised us with one good Star Trek 
game (DS9: The Fallen), we'd be 
more skeptical about this game. This 
real-time title focuses on capital ship com- 
bat, eschewing RTS staples like base 
building and resource gathering. The 
problem we foresee is that developer 
Gizmo Games is simplifying the game so 
much that there just won’t be much to do 
beyond designate a target and watch the 
slow-moving combat develop. 

Call us crazy, but we don't see how a 
stripped-down version of STARFLEET 
COMMAND, a classic niche product, is 
going to hold any appeal to wamiabe 
Starfleet officers. We’ll know if Simon & 
Schuster can pull another rabbit out of 
their hat come May, ZSU 
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STAR WARS: GALAXIES 


Uerant casts its elven magic on a galaxy far, far away 


O n paper, it’s the ultimate 
alliance: The kings 
of online role-playing 
(Verant, the creators of 
EVERQUEST) joining forces with 
the creators of Star Wars for a 
massively-multiplayer RPG that 
lets you play the Wookie. Or the 
Jedi Knight. Or the pilot in the 
AT-AT— whatever your sweet 
Tatooine-tatooed heart desires. 

If Verant pulls it off, you'll be 
able to slice Stormtroopers with 
your lightsaber, toss back some 
brewskis at the cantina, and go 
rancor hunting with your buddies 
on the Internet. The goal, clearly, is 
to be far more than "EVERQUEST 
vrith lightsabers." 

CGW has learned that the game 
will be set sometime after the first 
movie {the destruction of the first 
Death Star, not Phantom Menace). 
Verant's goal is to immerse players 
in the Star Wars universe by letting 
them choose their role, from zip- 
ping around as gallant Jedis to 
running their own cantina. 

Unlike EVERQUEST, there will be 
no classes in SWG. You'il pick 
a species, such as Wookie, and 
simply define yourself through 


your use of skills. In fact, not only is 
the game entirely skill based, com- 
bat isn’t even necessary. You could 
play the game as a politician or 
shopkeeper or community-service 
person and never lift a finger 
against someone else. Conversely, 
you could also pick up a blaster 
and start firing away. The galaxy 
is in a civil war, after all. 
If you thought EVERQUEST had 
nifty items, prepare yourself for 
gadgets, ranged weapons, and 
vehicles. 

How will they handle player- 
killing? Simple, players won’t be 
able to "die." 

From Verant’s plans, the game 
looks to meld the best aspects of 
both EVERQUEST and ULTIMA 
ONLINE, with a twist of the classic 
Star Wars mythos. Elegant combat, 
skills, and factionalization, com- 
bined with the freedom to do activ- 
ities other than hitting things, all 
within a solid, space-opera uni- 
verse, Can Verant pull it oft, or will 
the universe prove too enormous to 
be playable? Come 2002 (more like- 
ly 2003), we’ll find out if we get an 
Empire Strikes Back or a Phantom 
Menace. —Thierry Nguyen 


BIGWARE'G 
STAR WARE RPG 

The other big RPG in the Star Wars universe is, 
of course, coming from BioWare, creators of the 
award-winning BALDUR'S GATE series. This game 
will primarily be a single-player RPG set about 
4,000 years before Star Wars; Episode I. 

Although neither Bioware nor Lucas have 
released many details, we do know that the 
game's story will focus on the ancient struggles 
between the Jedi and Sith. In this period, the Jedi 
Knights formed an enormous protectorate for 
many planets in a vast republic, as weD as in a few 
outlying systems. The Empire hadn’t yet emerged, 
but the Sith, the predecessors of Darth Vadar and 
the Dark Jedi, have already begun spreading their 
dark influence. 

Comic book fans may be the most familiar with 
this period, due to the Dark Horse Sith series. 
However, the developers say this game will have 
an entirely new story that doesn’t involve any 
existing comic book characters. 

BioWare is creating a new engine for the game's 
3D graphics. Sources within the company say that 
although the game is planned mostly for single- 
player, they’re not ruling out the possibility of 
adding multiplayer later on in development. 
LucasArts will publish and distribute the game 
sometime in 2002. 
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Dynamite, knives, siX'Shooters 
select your weapon to defeat 
the enemy. 
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THE POSSE THAT SLAYS TOGETHER 
STAYS TOGETHER. 
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Gunfighte. Bank robberies. 
Stealth missions. Awesome 


- 

Unique environments from 
ghost towns and steamboats to 
gold mines and swamps. 
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FREELANCER 

Taking gamers to deep space — a few thousand at a time 


D espite tbe departure of Chris 
Roberts and acquisition by 
Microsoft, Digital Anvil's 
epic space sim is still under intense 
development. And scrutiny. At press 
time, both companies were examining 
the project to determine two things; 
how much more development time 
would be needed, and what would be 
the scope and feature set of the pro- 
ject. Encouragingly, Microsoft officials 
vowed to give FREELANCER “as much 
time as they needed." 


What this means is that the game’s 
original concept probably won't 
change much, Freelancer will still 
be a combination of WING COM- 
MANDER and PRIVATEER. Set in the 
not-too-distant future, you inherit a 
basic space ship, some fundamental 
alliances, and total freedom. As you 
trade goods and successfully complete 
various missions, you'll gain cash. 
Money leads to ship upgrades, which, 
given the game's mouse-driven inter- 
face, is key. 


Ship upgrades— a novel RPG slant 
on the space sim genre— allow your 
vessel to more efficiently perform cer- 
tain tasks, like weapon targeting or 
evasive maneuvers. 

As you get further into the game, a 
central storyline pops up that pits var- 
ious political factions against each 
other, forcing you to make decisions 
about your alliances. ..and your future. 

Count on FREELANCER to be 
released sometime between Novem- 
ber 2001 and April 2002. 


BATTLECRUISER MILLENNIUM 


T be mother of all space sbnulations 
has to be BATTLECRUISER 3000AD 
V2.0. Derek Smart's mind-bogglingly 
ambitious game of galactic exploration and 
combat combined strategy, simulation, and 
even first-person shooter-style gameplay in a 
huge, freewheeling space saga. But what it 
didn’t do was offer multiplayer support. 

The sequel, BATTLECRUISER MILLEN- 
NIUM, is an equally massive update to the orig- 
inal that will add multiplayer support, as well 
as improved 3D graphics, native Windows 


support, better AI and special effects, and a 
ton of other improvements. 

The online-only version, GALACTIC COM- 
MAND ONLINE, will use the same engine, but it 
is designed for massively-multiplayer support. 
Up to 1,000 players per server can fly around in 
space, drive on a planet’s surface in an assault 
vehicle, get into first-person firefights, or hurl 
through space as a fighter pilot. Once again, 
Smart is building one of the most ambitious 
games currently in development, but will it 
work? We’ll find out later this year. 
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D o you Imow how hard it 
is to turn the other cheek? 

Derek Smart is looking straight ar me. He’s getting tired up. 

“If vou’re not on the receiving end, yon don’t know what it’s like. 1 can make one simple post, about a .screen- 
.shot or something, and these idiots will start a tlame war for weeks. 1 don’t f***ing get it.” 

1 didn’t f***ing get it either, frankly. Which is why I now find myself sitting in a bagel .slu)p in Sunrise. Florida, 
face to free with one of gaming’s most legendary and bizarre figures. Like someone gawking at a car accident, I 
had needed to meet this guy. 

And sitting in this restaurant, listening to his story, I realize that 1 am getting a lot more than 1 bargained lor. 
Long before John Romero and DA!K.\TANA came along, Derek Smart was the gaming biz whipping boy. To 
this dav, his name is one that inspires derision, mockery, and sometimes outright hatred in his detractors, and his 
game — an ambitious, independent space sim called BA'ITLECRUISLK SOOOAD — remains one at the most noto- 
rious projects in the history of computer gaming. 

It would take a Stephen King-sized novel to do justice to the fiasco surrounding Derek Smart and his game, 
so here’s the CliffsNotes version: RA'ITLECRUISER 3000AD was in development for about seven years (starting 
in 1989), went through three publishers, accrued major hype (including a CGTT cover in 1994). only to be 
shipped, ine.vcusably, by Take Two in 1996 in an unplayable, buggt’ beta form, without a manual. 

Rut if all wc had was a loust’ game on our hands, there would be no .story here, or at least, not one we h.iven t 
he.ird a million times before. The real story is the man hinisdt— Derek Smart, whose notorien-. like Dennis 
Rodman (to whom some people liken him) or Howard Stern (to whom he likens himsclOi comes not from w'bnt 
he does bur from wlto he is and what he says. 

Smart boasted of B.A'lTLECRUISER’s greamess for years and thus (like Romero) set himself up for excoriation 
and ridicule following the game’s disastrous release. Rut where most developers might have vanished from the 
scene — or taken their lumps in silence — Smart did what public figures rarely do: He fought back. \ ieiously. 
Proud, stubborn, ;uid fiercely driven, Smart reftiscd to be the fall guy, and he ptiblicly battled anyone and every- 
one — Take Two, the press, and gamers ihcm.selves — who tried to lay the blame on him. And that’s when his real 
trouble started. 

\Vhat started out as the dream of a lone, unknown programmer mushroomed into the longest, most .savage, 
and most ridiculous tlame war this industry has ever seen, with Smart as much at fruit as anyone else. Fwen now, 
five vcrtw after BATfLECRUISER’s release, the game is not completely dead. Type Derek Smart’s name into an 




The second coming of Derek Smert Is nesr. 

Th6 most notorious man In gamino sits down to discuss his 
Ills, his gams, and his mission. By Jeff Green 
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Internet search engine, and you’ll see 
strands of it all over. There arc websites 
dedicated to ridiculing him, and guys 
who follow Iiim around mercilessly, 
pouncing on every post he makes. Any 
thread that Derek Smart appears in, 
regardless of the original topic, devolves 
into a Derek Smart llame war. 

And through it ail, there’s Smart him- 
self. Still combative, still pissing people 
otY. Why does he bother? And isn't he 
ever going to learn to jirst shut up? 

Lox, Bagels, and a Side 
of Rage 

Derek Smart can't stop talking. His 
bagel and lox will sit on his plate, uneat- 
en, while I fill two 60-minute rapes with 
his words. 

“Nowtidays you go online and it’s not 
people talking about the game 
[HATTI.ECRUISKR] or how to make it 
better. You go online and it’s all ‘Derek 
Smart's an a’*hole.’ It’s just jo disturb- 
iiiji. I mean, sometimes I go on there 
and read something and I just get 
depressed. 1 mean, w'ho are these peo- 
ple? There’s all these guys who actually punch my name into a 
search engine to find out where Dsmari is posting, and go on 
there and totally rip me. You can walk down the street, and if 
someone is harassing you, you can call the cops. Online it’s a 
totally different story.” 

The exasperation shows on his face. He’s not speaking 
loudly, but he is .speaking forcefully. 



EAT IT Derek Smart drives a Mercedes 500SL convertible, 
whether you like him or not. 


know mv limits. 1 know how far 


“My concern is for the 
newbies who go online and 
ju.st ask a question about my 
game, and they get ripped. 
Okay, line, attack me. Thai's 
cool. 1 can deal with it. I'xe 
been beat up, tossed around 
for so many years. I’m 
immune to it now. Yeah, I 
gel pissed every now and 
then and go over the top, 
but I can take it. I’m used 
to it.” 

Smart pauses to e,u. I 
gently question whether he 
enu take it. I suggest that 
this attitude might be what 
lias kept his persecutors 
gleefully in pursuit of him all 
these years: They know they 
can gel to him. 

“Someone calls me an 
a**hoie, and then when I 
respond, they say ‘Oh, look! 
He called me an 3**110^ 
back!’ Well, gee, duh, what 
do you expect? I’m noi a 
‘take it’ kind of guy. But I 
I can go.” 


A Simple Plan 


not a nod complex 

that look over” 



JUST A MINUTE... I PSOMISElIl 
»ASE leACIOe 8tAH OK 80CKII UUKCKIII].../ 
...lAUKCK PROat TO lUVUtlOAIi TERRAIN.../ 
.PREPARE BAniECRUISERFQ 




totk Stall's IflIIlWiBM. 
lUSlIllOSmilHIIJISiSI. 



London, 1988. A 25-year-old computer consultant and self- 
taught programmer is getting obsessed with computer game.s. 
He’s playing game.s like ELITE, ECHELON, and tlie 
STARldJGHT series, and he starts thinking maybe he can cre- 
ate a game liinrsclf He doesn’t know his limits yet. He doesn’t 
know hou’ iar he can go. 

He puts together some ideas for what he calls “THE 
GAME” — the ultimate combination of simul.irion, role-pla\’- 
ing, strategic combat, .uid more. Never mind that he has no 
game design or industry experience, he believes lie can do tiiLs. 
He works on his ideas in his spare time, learning from books, 
and puts together a demo to .show to members of tlic gaming 
communin’. The result: In May 1992, BATFLECRUISER 
.5()00AD lands on liic cover of Computer Games Utratepiy Plus 
magazine. 

“It all went downhill from there,” .Smart savs now, “All of 
a sudden I had to live up to the hype. I got a god complex 
tliar cook over. ,Suddenly I was ‘Derek Smart, the game devel- 
oper.’ But I was nothing, nothing, nothing close to a game 
developer at that time.” 

Smart keeps plugging away and in late 1993, he lands the 
first ofa series ofill-fated publishing deals with .360 Pacific. The 
arningcmenc fills apart wlien the development drags and Smart 
becomes inerea.singly resistant to compromise. “People were 
saying to me, why don’t you strip it down and m.ikc it more of 
an action game? Why don’t you make it more like WING 
COMMANDER? But I was not in a hurry to release a jjnme. 
This was my game. It was my world, and I was building it.” 

It nwhis world — until September 1996, when Smart .signs a 

DON’T BELIEVE THE HYPE, PART 1 One of the more notorious ads for 
BAniECRUlSER 3000AD, circa 1995. 
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uTm the miv who fust won^t die>> 


dL'iil chat will change his life forever. The previous year. Take 
T\\’o Imeracrive agreed to publi.sh the game. Now they have 
had it. They force hi.s hand. In April, Smart, who had always 
worked independently from his home in Florida, is forced 
to drive up to Take Two’s oflke in Latrohe, I’ennsylvania, 
and work with a team of guys he doesn’t know so the game 
can ship Lw Christmas. Come August, they’re not even 
close. (“JetT, it wasn’t even beta yet,” he sighs.) 

Rut Take Two is fed up. They believe Smart will never 
finish the game. They tell him the game is shipping in 
October, iinished or not, for a Christmas release. He’s hor- 
rified and furious, and his frustration boils over. A luige 
argument cn,sues. Online legend has Oerek attacking a 
Coke machine at this point, which he denies to this day 
(and an email from a former Take Two employee backs him 
up on this point). 

Smart wants out. He will not be a partt’ to the early 
release of his game. So on September 27, he makes the most 
painfiil decision of his life; He signs a mutual release giving 
Take Two the rights to the game, and then he gets in bis car 
and drives back to Florida, defeated. And Take Two ends 
the nightmare by releasing RATTLECRUISHR SOOOAD in 
all of its pathetic, unfinished, undocumented glory. 

For the next four years, Derek Smart— boastful, outspo- 
ken braggart, would-be designer of “THF G.AjVIE” — is 
roasted alive on the Internet and in the gaming press. But 
he doesn’t do the one thing that everyone expects— he 
doesn’t go awav. Facing an avalanche of derision, he stands 
bv his project. Without Take Two’s consent, be starts 
patching the game. He settles with Take Two to get back 
the rights to BA'1T1.HCRUI.SF.R 3000AD, gives the whole 
game away for free over the Internet, and in 1998 rereleas- 
es the 2.0 version as a budget title through Interplay and 
two other publishers. And slowly, incredibly, he salvages the 
game’s name. But his own name stays mired in mud. 

Paradise Found 

We leave the bagel shop, and Smart takes me on a mini- 
tour of his adopted home. Sunrise, Florida. It is a iiuiet, 
peacehil, open area comprised mosth’ of higii-tech business 
parb and gated communities, built on former .swampland 
on the outskirts of Fort Lauderdale. 

Derek Smart, now 38 years old, lives in a new home in 
one of these gated communities with his fiance and his baby 
d.iughter. The bouse is not huge, but it’s picture-perfect 
on the outside, and immaculate and tastefully decorated on 
the inside. 

His home oflice, an open 
area right off his kitchen, 
rc.sembles .something out of 
one of his beloved space sims 
with its massive deck of elec- 
tronic gear from which he 

DON’T BELIEVE THE HYPE. PART 2 
Even that venerable old rag CSW 
fell prey to the hype, putting 
BATTLECRUISER on the cover in 
May 1994, 



operates every aspect of his business, 3{)0().AD, Inc. Smart 
sits down at bis computer and shows me the infrastructure 
he’s set up with .servers, FTP .sites, Web cams, and ICQ to 
keep in daily comact with tlic ream working on bis new 
game, BAITLFCIRUISI'-R MILLENNIUM. (Ye.ih, tlnit’s 
riglit. Tlierc’s a wrii' g.ime. And a massive-multiphyer one 
after that. See page 64 for details.) 

In tile first two minutes that «’c are seated, he fields a 
phone call from his suppori programmer, Peter 
Rusliwortb, in England, and then chats over ICQ with his 
tools programmer, Andrei I’rnskurine, in Moscow. 
Everyone on the team is employed on a work-for-hire 
basis. They live all over the world. They’ve never been in 
the same room together. And none of them has ever 
worked in the gaming industry. 

“I love it,” Snuirt says, “because I’m in control. 1 have a 
group of people I trust with my game. It’s all about crust. 
Nothing else. I could go out and get an office space, hire 
tfoni the tech businesses and universities around me, but I 
want ro remain in a situation that I'm in control of. These 
are all guys who like me, who know what it is to want 
to do somcihiiig because you want to do it, because you 
love doing it — not because you want to make money. 
Tbcy’rc not doing it for fame and fortune. They’ve all got 
regular jobs.” 

At this very moment, Derek Smart is happy. He’s in his 
clement. He is insulated. He is in his home, his office, work- 
ing with friends he trusts. The nightmare of 
BATfLECRUISER 3000AD and those who won’t let him 
forget it are tar away. 

Or are they? 

“I have a confession to make,” he .says. “Sometimes 
when I get online, and it’s quiet, and 1 sec something that 
attracts my attention. I’ll post just to piss these guys off. 
That’s why I do it.” He laughs, “Because I’m in a good 
mood chat day, I go in there and 1 .start troiibic.” 

But whv Derek, why? Why bait the guys who h.ive tor- 
mented yon so relentlessly? 

“Because at the end of llic d.iy, they can attack me all 
they want, bui 1 know who I am. I’m focu-sed on my fam- 
ily and my game. And Tm doing the game that I wniir to 
do. I’ll never iaher. That’s just not ever gonna happen. 
Bear me up, that's cool— but a.s long as I have breath. I’m 
gonna trv to get to the finish line. I’m the guy who just 
won’t die.” 

Survivor 

I’m on ilie airplane heading back to California, and I’m 
thinking about everything I've heard. 1 take out a sheet of 
paper ami start making a list of adjectives. Smart. Witt\’. 
Stubborn. Angry. Tenacious. Loyal. Thoughtful. 
Obsessive. Proud. 

So go abead—llame the guy. Try lo piss him off. You’ll 
probably sueeeed. But he’s still here. He’s got his family, 
liis friends, his games, his fanbasc, and abo\ e all, a fright- 
eningly strong fighting spirit. 

I'm thfjjiiy u’Ijo just won’t die. 

You wanna take on Derek Smart? Co ahead. Make his 
dav. He’s wailing Ibr yon. £233 
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AWARO-WIIMIMIIMG SYSTEMS 




EV 


OLVE 

IN/lartlan Red 



Cyborg Green Noun Yellow 


AURORA DOR" 


AREA S'!" 


GREY” 

AMD Duron'- Processor al 850MHz 
High-Performance Heatsink/Cooling System 
VIA KT133 Chipset Motherboard w/5PCI 
128MB SDRAM (PC-133) 

Floppy Drive 1.44MB 

20GB 7200RPM Hard Drive Ultra ATAIOO 

NVIDIA GeForce2 GTS'" 32 MB DDR Video Card 

SoundBlaster LIVE! 3D Sound Card 

Cambridge FPS1500 5-Piece 

Speaker & Subwoofer System 

56X EIDE CD-ROM Player 

White Hydraulic ATX Mid-Tower Case 300 Watt PS 

Microsoft Internet Keyboard 

Microsoft Intellimouse 

U.S. Robotics V.90 56K Voice/FaVModem 

Microsoft Windows Millennium 05 

1-Year Toll-Free 24/7 Technical Support 

with Aliencare On-Site Home Service 

Personalized Owner's Manual 

Optimized & Configured for High-Performance 

FREE FUNC Technical Surface Pad 

Financing as low as 533/MO., 48 MOS. 


AMD Thunderbird'” Processor at 1.2GHz DDR 
High-Performance Heatsink/Cooling System 
AMD 760 DDR Chipset Motherboard w/5PCI 
256MB DDR SDRAM (PC-2100) 

Black Floppy Drive 1-44MB 

45GB 7Z00RPM Hard Drive Ultra ATAIOO 

NVIDIA GeForceS nFinite-FX'“ GPU 64MB DDR 

Koolmaxx Video Cooling System 

SoundBlaster LIVE! 3D Sound Card 

Klipscli 4,1 ProMedia v.2 4,0 THX 400-Watt 

Speaker & Subwoofer System 

Pioneer 16X/40X DVD Player 

Black Hydraulic ATX Mid-Tower Case 300 Watt PS 

Black 107-Enhanced Keyboard 

Microsoft Intellimouse Explorer 

U-S, Robotics V.90 56K Voice/Fax/Modem 

Microsoft Windows Millennium OS 

1-Year Toll-Free 24/7 Technical Support 

with Aliencare On-Site Home Service 

Personalized Owner's Manual 

Optimized & Configured for High-Performance 

FREE FUNC Technical Surface Pad 

ss,4sa.aa 

Rnancing as low as S68/MO.. 48 MOS. 


Intel* Pentium 4 Processor at 1.5GHz 
High-Performance Heatsink/Cooling System 
Intel* 850 Chipset Motherboard W/5PCI 
128Me RDRAM (PC-800) 

Black Floppy Drive 1.44MB 

45GB 7200RPM Hard Drive Ultra ATAIOO 

NVIDIA GeForceS nFtnite-FX’“ GPU 64MB DDR 

Koolmaxx Video Cooling System 

SoundBlaster LIVEl 3D Sound Card 

Klipsch 4.1 ProMedia v.2 4.0 THX 400 Watt 

Speaker & Subwoofer System 

Pioneer 16X/40X DVD Player 

NEW! Plextor 16X/1ZX/40X CDR-W IDE 

Black Hydraulic ATX Mid-Tower Case 300 Watt PS 

Black 107-Enhanced Keyboard 

Microsoft Intellimouse Explorer 

U.S. Robotics V.90 56K Voice/Fax/Modem 

Microsoft Windows Millennium OS 

1-Year Toll-Free 24/7 Technical Support 

with Aliencare On-Site Home Service 

Personalized Owner's Manual 

Optimized & Configured for High-Performance 

FREE FUNC Technical Surface Pad 


Ss,s9B.aa 

Financing as low as S82 /MO., 48 MOS. 


2^/7 Toll-Free On-Site Technical Support 

Be a proud owner of an Alienware- machine with it's legendary performance. You can 
rest assure that it will be backed up with 24/7 toll-free, on-site technical support. You 
can customize it online or have an experienced member of our staff guide you in cus- 
tomizing a machine for your specific needs. Alienware', the fastest system you'll ever 
use. Our slogan holds true; build it as if it were your own. 

AUEI\IWARE.CaM' 

n346S Southwest '1 311 Street Miami, Florida 33186 
TOLL FREE: Baa-4S4-338S 


MOIMITORS 


17" ViewSonic Q71 .27dp 

1 7" ViewSonic G70B .27dp 
19" ViewSonic Q95 -23dp 

19" ViewSonic E790B .26dp 
22" ViewSonic P220f .25cip 


$219.00 

$259.00 

$299,00 

$369.00 

$829.00 
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A YEAR OF TRANSITION 


I t was the best of times, it was the worst of times. Technology took a beating last year, but the personal computer seemed to bear the brunt 
of the mob’s rage. Stocks sunk, PC sales slowed, and game developers groped for next-gen consoles like frat boys at a wet T-shirt contest. 
The cries of “death of the PC" rose to a roar, while publishers canceled projects, slashed staffs, and shut down studios like Jane’s leg- 
endary Baltimore group, Looking Glass Studios, one of the most beloved developers in PC gaming, went belly up. Gamers grieved. 

Yet, lost in the cacophony were a few overlooked facts. PC game sales increased $1 00 million from 1 999 to 2000, according to market 
research firm NPD Group. THE SIMS broke down barriers and introduced computer gaming to millions of non-gamers. Hardcore gamers 
enjoyed the deepest, richest, most entertaining games ever produced (as you can see in the following pages). 

It was a tumultuous year, but it wasn't all bad. Here are a few of what we saw as the best and worst trends of 2000. 


Best Trends 


Humor. We love dark, gloomy, scary games as much as anyone, but it's always refreshing when a game comes along that makes us laugh 
and reminds us that these things are supposed to be lun. GIANTS: CITIZEN KABUTO, MDK2, and best of all, NO ONE LIVES FOREVER 
surprised us with hilarious screenplays, combined with equally excellent voice work, that made each game a total delight to play. When you 
can make the sad, bitter men of CGW laugh, you know you’ve done something right. 

Originality. Nothing has hurl PC gaming more than the sheer lack of originality. The pattern usually works like this: Company comes up with 
original game concept. Makes millions. A thousand other game companies release copycat games. They all suck. Genre is killed. So thank 
goodness a number of PC game developers broke away from the cookie-cutter mold and let their fevered imaginations run wild. Games like 
THE SIMS, SACRIFICE, and MAJESTY were all risk-taking, original ventures the likes of which we've never seen. And with mind-benders like 
SIGMA, BLACK AND WHITE, and ANACHRONOX on the way, we’re hoping that 2001 will take us even further. 

Internet Gaming. We've talked about it for years, and it’s been building momentum, but the hype and promise was always bigger than the 
reality. Not anymore. Now internet gaming is a huge, integral part of our everyday gaming experience, accessible to everyone. EVERQUEST, 
COUNTER-STRIKE, QUAKE III, UNREAL TOURNAMENT, and many other games kept servers running 24/7 all year, all over the globe. If you 
haven't taken the plunge yet, it's time to join the party, baby. The future is now. 


Worst Trends 


Lack of In-Game Saues. How many times have you just gotten into a game when you suddenly notice: no in-mission save. At first, you 
tell yourself it will all be okay, this game is so much fun that you won’t mind playing these levels two or three limes. Then, before you know it, 
you've replayed a level six or seven times, the rage starts building in your throat, and you smash down the mouse and scream, “What kind of 
maniacs don't let you save?" Well, the kind of maniacs who programmed GROUND CONTROL, HITMAN, and ONI, just to name a few. 

The Great Console Shift. “Our next title is going to be on the Xbox. Maybe we'll do a PC port" and "We're concentrating on PS2 
development." Comments like these spewed from the mouths of game producers and PR flacks like shrimp tempura out of George Bush (the 
elder). All we have to say is: You’ll come back. Crawling on your hands and knees, you’ll come back to the PC, begging for forgiveness, 
promising never to forsake the superior PC again. At least until the PlaySlationS is announced. 
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COMPUTER GAMING WORLD GAME OF THE YEAR AWARDS 


ACTION 

No One Lives Forever 

W e've come a long way from “Find the red key," 
baby. 

This year’s best action games saw designers finally 
expanding their horizons beyond the way-overdone 
goal of making a cool technology demo, instead giving 
the genre the kind of rich content for which gamers 
have been starving. The one common link among all 
our nominees is their creativity— their willingness to 
take chances and to give us something new. 

Interplay scored big in action this year. MDK2 and 
GIANTS: CITIZEN KABUTO were both incredibly funny, 
inventive, and beautifully designed games. Microsoft's 
CRIMSON SKIES delivered an entertaining blend of 
barnstorming and aerial combat, wrapped up in a cool 
alternate-universe storyline. 

But our overwhelming pick for Action Game of the 
Year-Monolith’s NO ONE LIVES FOREVER-occupied 
a category of greatness all its own. Easily the best 
shooter since HALF-LIFE, this 60's spy movie spoof 
was also the game that came closest to threatening 
THE SIMS’ hold on Game of the Year. Like HALF-LIFE, 
NOLF Is filled with moments that you can't wait to talk 
about with other gamers. Every level brings different 
challenges, goals, and styles of play. Every scene 


brings new rewards— and 
makes you laugh out loud 
in the process. This game 
keeps you enthralled from 
start to finish. Monolith 
blew us away with NOLF, 
and we couldn’t wait to give it the Action Game of the 
Year award. 


FINALISTS 

1. Giants 

2. Deep Space 9: The Fallen 

3. MDK2 

4. Crimson Skies 



MULTIPLAYER 

EverQuest 

T o think that in a year full of great 
opportunities to play games 
with others, we crawl back to one 
that dates back to 1999. Somehow, 
EVERQUEST still holds us in its 
throes, despite the presence of 
other quality games. We can’t resist 
the basic premise of running around, 
thwacking things, and acquiring loot 
and experience points just so we 
can thwack bigger things faster. 
Alongside a bajillion other people 
who are more or less doing the 
same thing. Despite some prob- 
lems, Verant has managed to main- 
tain the high level of community and 
a simple, yet elegant game design. 
The game’s momentum has kept up 
with Verant’s release of two expan- 
sion packs, RUINS OF KUNARK and 
SCARS OF VELIOUS. Doubters of 
the massively-multiplayer-RPG con- 
cept have been converted. They now 
can be found gabbing about things 
such as leveling up, or participating 
in a big raid on Crushbone. 


EVERQUEST’s win does not 
reflect poorly on the other candi- 
dates, however. The HALF-LIFE 
add-on COUNTER-STRIKE is an 
incredible phenomenon that has 
taken the worldwide first-person- 
shooter community by storm. 
There are few games anywhere 
that command the kind of loyalty 
and devotion that you're apt 
to see in a COUNTER-STRIKE 
group. Microsoft's ALLEGIANCE 
is also noteworthy for its unique 
blend of simulation and real-time 
strategy, but the game failed to 
attracts wide audience. 

Note a particular trend among 
our top five chioces: The first 
three are multiplayer-only. As 
recently as a year ago, the con- 
cept of a multiplayer-only game 
raised doubt and uncertainty. Yet, 
this year’s trend shows that 
multiplayer-only games do have 
an audience, and can, indeed, 
succeed on their own. 


FINALISTS 

1. Counter-Strike 

2. Allegiance 

3. Red Alert 2 

4. Diablo II 
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ADVENTURE 

The Longest Journey 


W e get just as tired as you do with all this “adven- 
ture game is dead” jazz. But the fact that we 
could, once again, only come up with two worthy nom- 
inees for this award speaks volumes. Yes, there were 
more than two adventure games released this year, 
but these were the only two that really warranted an 
award in our minds. 

We were as psyched as anyone about ESCAPE 
FROM MONKEY ISLAND, and why not? MONKEY 
ISLAND is one of gaming’s best franchises, featuring 
LucasArts’ finest efforts at brain-bending puzzles and 
humor. ESCAPE is a lot of fun and is strongly recom- 
mended to fans, but it's a few jokes and puzzles short 
of being a classic like the other games in the series. 

Which leaves this year’s award to the game we 
knew would win anyway; Funcom's THE LONGEST 
JOURNEY. This Danish import comes without fancy 
bells and whistles: it's your standard point-and-click 
graphic adven- 
ture. What it 
does offer is a 
mature, literate, 
and compelling 
story featuring a 

strong female heroine who, for once, is not exploited 
for her looks. The gameplay is nothing overly original, 
but the puzzle design is tough and fun and brainy. It’s 
as if Funcom never heard all the naysaying about the 
genre and just went ahead and made the game they 
wanted to make. We applaud them for that. 


FINALISTS 

I. Escape From Monkey IsJaiid 



1. Icewind Dale 

2. Diablo II 

3. Dcus Ex 



ROLE-PLAYING 

Baldur’s Gate II; Shadows of Amn 

T he epic sense of adventure and virtuous fortitude is 
back in the RPG genre. Years ago, we would’ve 
been content with games that focused on less ambi- 
tious goals-regaining your memory (PLANESCAPE: 
TORMENT), retrieving a Water Chip (FALLOUT), or sim- 
ply living (DAGGERFALL). Not this year. Either we’re 
interceding in Elvish warfare, fighting a rogue planar 
demon-general, killing the devil, or exposing the secret 
ties between the UN and the Illuminati. 

Quality has also improved, although not across the 
board. DEUS EX was crafted by noted designer Warren 
Spector, but its actual execution was hampered by per- 
formance, Al, and stability issues. DIABLO II, while 
great fun, petered out in the long run due to a wonky 
save system and a lack of compelling rewards to play 
at Nightmare or beyond. ICEWIND DALE hearkened 
back to the old days, where you threw together six 
yahoos, a dungeon, and a ton of nasty meat ready for 
the dicin'. It was dangerously close to being the most 
purely fun RPG that we’ve played in a long time. 

But Bioware’s epic vision for 
BALDUR'S GATE II won out in the 
end. Like the heftiest of mage 
tomes, it sits on your desk, daring 
you to attempt it it has a spell 
list that overwhelms lesser 
RPGs. It uses monsters around 
which legends are crafted. It has 
NPCs with actual character, 
rather than jumbles of statistics. 
It has combat that rivals X-COM. 
We're constantly discovering 
new scenes, new situations, and 
new stories. Bioware should feel 
proud In crafting what is, essen- 
tially, The Lord of the Rings for 
computer RPGs. 
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Enemy Engaged: Comanche vs. Hokum 

W hile 2000 didn't bring the apocalypse many pre- 
dicted, it did seem apocalyptic for flight sim fans. 
One of the most respected design teams of all time, 
Electronic Arts' Jane’s Baltimore team (responsible for 
award-winning sims such as JANE’S F-1 5 Ml and JANE’S 
F/A-18) were given their walking papers. Even the 
teams behind CGM/'s 1999 Flight Sim of the Year (MIG 
ALLEY), and what surely will be a leading candidate for 
the 2001 award (BATTLE OF BRITAIN), are no longer 
working on flight sim projects. 

STEEL BEASTS and Microsoft’s COMBAT FLIGHT 
SIMULATOR 2 were beacons in the gloom. But one sim 
emerged that would have been a standout in any year: 


1. Sled Beasts 

2. Jane's F/A-18 Simulator 

3. Combat Fiiglit Simulator 2 

Rowan/Empire's 4. B-17 Flying Fortie-ss II; The 

ENEMY ENGAGED: Mighty Fighlh 

COMANCHE VS. 

HOKUM. It boasts superb flight physics, intelligent Al, 
and outstanding eye and ear candy. But what raises this 
sim to Hall of Fame candidacy is its dynamic campaign. 
Browse the battlefield, and you will observe hundreds of 
units fighting for their lives, all tempting you to enter the 
conflict. Every foray into battle is unpredictable and 
sweat-inducing. 

In a beleaguered genre, it’s good to see a developer 
invest the time and effort to produce a standout. We rec- 
ognize ENEMY ENGAGED for having done just that. 


SCI-FI SIM 

MechWarrior 4: Vengeance 

T he starfighters that hurl through the heavens 
spewing laser bolts and missiles seem to be 
lost in space. In 2000, sci-fi sims focused on cap- 
ital ships, big robots, and massive wars. They 
veered off from the WWII dogfights of years past 
but we’re happy to see some back in the hanger, 
under construction. (See this month’s cover story.) 

Microsoft’s ALLEGIANCE, while ambitious in its 
attempt to create a new style of space-sim/RTS, 
failed on a couple of levels. For an online-only 
game, it didn’t really foster the necessary sense of 
community. Also, the paying for extras plan back- 
fired, since the content wasn’t as compelling and 
the learning curve was steep. KLINGON ACADEMY 
took a positive first step in fixing the glaring prob- 
lems of its predecessor, but it lacked the polish 
and sense of presentation required In a sci-fi sim. 

Why MECHWARRIOR 4; VENGEANCE, then? 
Because it's actually fun. Although it changed the 
way things work in BattleTech, it accomplished 
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what CRIMSON 
Skies set out to 
do: Open up the 
sci-fi genre to 
non-BattleTech- 
heads. Although 
its rules may be 
different, MECH- 
WARRIOR hear- 
kens back to the 
spirit of the game-massive 
metal goliaths pounding on 
each other. We applaud the 
Evil Empire for putting out a 
game that returns BattleTech 
to its roots— and is simply a 
blast to play. The game also 
earns high marks for its multi- 
player design, something that his- 
torically has troubled this genre. 
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S urprisingly, every year we have a much tougher 
time than expected, hashing out the Racing Game 
of the Year award— partially because we’re constantly 
debating the merits of sim-oriented driving games ver- 
sus more arcade-oriented titles. Every year we are 
faced with outstanding games in both categories. On 
the Sim side this year, we had the precisely tuned 
GRAND PRIX 3, the innovative and beautiful NASCAR 
HEAT, and the flawless SUPERBIKE 2001, all worthy 
titles. And on the arcade side, the latest NEED FOR 
SPEED game, PORSCHE UNLEASHED, continued that 
series' excellent tradition of cutting-edge graphics and 
fantastic gameplay. 

But when It came to picking a winner, we had to go 
with our hearts (not to mention our crotches) and give 
the accolade to Microsoft’s MOTOCROSS MADN ESS 2, 
which was far and away the most viscerally pleasing 
and outright fun racing game we’ve played In a long 
time. Sure, the single-player mode could have done a 
better job of rewarding the player for progressing 
through the game, and real licensed bikes would have 
been cool, but the variety of gameplay and the amazing 
racing environments made Rainbow Studio’s MXIV12 
the funnest 
thing on two 
wheels since 
you learned 
how to ride a 
bicycle. 


1. Superbike 2001 

2. Need For Speed: Porsche Unleashed 

3. NASCAR Heat 

4. Grand Prix 3 


SPORTS 

Sammy Sosa's High Heat Baseball 2001 


RACING 

Motocross Madness 2 


FINAI-ISTS 

1. Tony Hawk’s Pro Skater 2 

2. FIFA 2001 

3. Madden 2001 

4. PGA Championship Golf 


Y ou would think that the lack of 
competition in certain PC 
sports game genres would result in 
a narrow field of mediocre games. 

Thankfully, the sports games that 
did come out last year were solid. 

EA Sports delivered the best itera- 
tions ever in its vaunted MADDEN, 

NHL, and FIFA lines (although NBA 
LIVE is still missing in action), but 
EA did seem too focused on the 
next-gen consoles, at the PC’s 
expense. The king of extreme 
sports, Tony Hawk, made an 
impressive debut on the PC with 
Activision’s port of TONY HAWK’S 
PRO SKATER 2. We played so 
much THPS2 that a bad case of 
Nintendo-thumb flared up. 

But the clear winner for Sports Game of the Year is 3DO’s 
sublime installment of what is becoming the most consis- 


tently excellent franchise in computer gaming, the HIGH 
HEAT BASEBALL series. SAMMY SOSA’S HIGH HEAT 
BASEBALL 2001 did everything to top its predecessor, the 
winner of last year’s award. But far from being just an 
upgrade to that game, HH2001 is simply the best simula- 
tion of any sport to grace the PC. And from the early looks 
of the next installment, the HIGH HEAT development team 
could easily pull a hat trick and win next year, too. There's 
no sports game we're looking forward to playing more. 




• COMPUTER GAMING WORLD 


COMPUTER GAMING WORLD GAME OF THE YEAR AWARDS 


STRATEGY 

Sacrifice 

T his year's most diverse category was aiso the most 
hotly contested, in what was easily the longest debate 
at our annual awards hoedown, CGWs band of misfits 
grappled with one of gaming’s biggest conundrums: Is 
innovation a more nobie quality than simple, easy fun? 

In fact, this year's list of nominees is a study in conflict 
On one hand, you have the very old-school, turn-based 4X 
game SPACE EMPIRES IV, with its almost obsessive level 
of micromanagement But you also have the very hands- 
off yet deeply challenging gameplay of MAJESTY. Does 
new beat out old? Hard to tell— we nominated two brand- 
new titles, a pair of sequels, and a five-star follow-up to 
last year’s Strategy Game of the Year. To say we were torn 
is to put it mildly. 

In the end, the debate came down to two remarkably 
disparate games: RED ALERT 2. by virtue of its stellar 
multiplayer mode along with rock-solid execution of the 
simple joys of traditional real-time strategy (RTS); and 
SACRIFICE, a slightly 
FINALISTS daunting, undenl- 

1 . Command & Conquer: Red Alert 2 gorgeous game 

2. Majesty reworked RTS 

3. Homeworld: Cataclysm gaming with a new 

4. Space Empires IV resource model and 

no small amount of 



user-initiated action. It was the closest vote of the year, 
but in the end we felt that, as desperately hooked as 
many of us were on RED ALERT 2, SACRIFICE was equally 
rewarding once we managed to leap that second mission 
hurdle and wrap our brains around the twisted Inspiration 
and tactically rich gameplay beating at its heart. We’re 
not willing to say that SACRIFICE is a harbinger of the 
future of RTS gaming— but we’re willing to say that we 
hope it is. 


WAR 

Combat Mission 

I f you can’t have quantity, you’d better hope for quality. 

Fortunately for wargamers, who had fewer titles to 
play last year, those games that did ship were extra- 
ordinary. 

TalonSoft took the traditional hex-based wargame to 
its zenith with RISING SUN. Despite the limits of the 
two-dimensional battlefield, RISING SUN convincingly 
recreated an overlooked theater (the South Pacific jun- 
gle of WWII) with style and sophistication. It's a terrific 
wargame, but it was overshadowed by two games that 
offered completely new approaches: SHOGUN: 

TOTAL WAR and COMBAT MISSION. 

SHOGUN was a dream come true for fans of 
medieval Japanese warfare. It was epic. It was 
gorgeous. And, like few games any year do. 
Shogun literally transported you to its world, 
complete with wind, rain, verdant landscapes, 
and Japanese battle songs. There has never been 
a game that so stunningly depicts historical war- 
fare. Controlling thousands of soldiers in forma- 
tion was sometimes as difficult to accomplish as 
it was awesome to behold, but even that chal- 
lenge helped underscore the game's realism. 

And then there was COMBAT MISSION, the title 
that turned wargaming on its head by going com- 
pletely 3D, yet still preserving the accuracy 


FINALISTS 

1. Shogun: Total War 

2. Rising Sun 

wargamers demand. The graphics didn’t match those of 
Shogun, but the experience was every bit as immersive 
and nerve-wracking. In the end, the competition boiled 
down to the big budget blockbuster, SHOGUN, versus 
the equivalent of an indie film from a no-name studio. 
We chose COMBAT MISSION because it essentially 
altered the basic idea of what a wargame can be. We 
believe it has changed the genre the way DOOM 
changed first-person shooters. That's enough to make 
COMBAT MISSION Wargame of the Year in our book. 
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With technology that was in 
many ways-and for a long 
time-unrivaled, all that 3dfx 
had to do was keep innovating. 
Too bad they stopped. We 
expected big things from 3dfx, 
but in the end, we suppose it 
took more than a good idea, a 
huge fan base, and retail domi- 
nance to stay afloat. 


1 . EverQuest: Ruins of Kunark 

2. The Sims: Livin’ Large 

3. SWAT 3: Elite Edition 

4. Rogue Spear: Urban Operatic 


GAMING TECHNOLOGY 

nVidia GeForce2 family 


Counte^Slrke 


I f you've ever spoken with a 
COUNTER-STRIKE fan, you under- 
stand why this category was won by 
the free HALF-LIFE mod. COUNTER- 
STRIKE's fans exhibit the same mind- 
iess, sleepless, obsessive behavior as 
a TEAM FORTRESS or QUAKE CTF 
addict. Who can blame them? Not only 
is COUNTER-STRIKE a great game 
action-wise, it also rewards players for 
behaving rationally. And the real-world 
damage system adds more paranoia 
than even SYSTEM SHOCK 2 could 
produce. While the other contenders 
in this category were definitely influen- 
tial and brought entire worlds of pos- 
sibilities to their respective games, 
COUNTER-STRIKE surpasses them all 
with a minimum of effort Why else 
would it be the most popular online 
shooter in the world? 


ADD-ON 


second-generation hardware transform 
and lighting engine-was nearly SOMhz 
faster than its predecessor and boasted 
GigaTexal rendering capability (one bil- 
lion filtered textured pixels per second). 

What does this all mean? It means 
that nVidia has won the graphics chip 
battle, knocking out 3dfx in the process. 
And it means gamers aren't faced with 
the confusing array of options as they 
were in the past. Need a new graphics 
card? Get something— nay any- 
thing— with an nVidia GeForce? 
stamp on it. 


I n iate 1999, nVidia released their 
GeForce256 chipset, a laudable bit of 
graphics technology that was the 
fastest 3D chip available. Their ascen- 
sion to the throne of graphics domi- 
nance had us all wondering what graph- 
ics chip titan 3dfx would do. A year and 
half later we had our answer— fold. 

Come 2000, nVidia was at it again. This 
time, with the GeForce? GTS chipset, 
nVidia had set the stage for what was 
soon to become a 3D graphics dynasty. 
Released in the first half of 2000, 
the GeForce? GTS— with its 
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2000 Unreal Tournament (GT) 
1999 Half-Life (Sierra) 

1998 Jedi Knight (LucasArts) 

1997 Diablo (Blizzard) 

1996 Gabriel Knight 2 (Sierra) 

1995 X-COM (Microprose) 

1994 DOOM (id Software) 

1993 Links 286 Pro (Access) 

1992 Civilization (Microprose) 
1991 Vfing Commander (Origin) 
1990 Railroad Tycoon (Microprose) 
1989 SimCity (Maxis) 

1988 Empire (Interstel) 

1987 Earl Weaver Baseball (EA) 
1986 Ultima IV (Origin) 

1985 Kampgruffe (SSI) 


2001 GAME OF THE YEAR 


The Sims 


Designed by Will Wright 
Published by Electronic Arts 

A t a holiday party toward the end of the year, a 
woman remarked to a Computer Gaming World 
editor that, after talking to him, her “social points just 
went up." Even more remarkable is that the woman 
had no idea she was talking to a gamer. 

Thank God for THE SIMS. Part existentialist, part 
nihilist, and wholly engaging, could any game have 
been more appropriate for the paranoid, lurching 
launch of the new millennium? 

To begin the balloting for the CGIV awards, the staff 
polled Itself, figuring this would at least help to iden- 
tify the front-runners for Game of the Year. Little did 
we know that it would make for the shortest discus- 
sion of the award in the magazine's 20-year history. 
NO ONE LIVES FOREVER, BALDUR'S GATE 2, and HIGH 
HEAT 2001 were all top contenders, but when we 
checked the votes. THE SIMS had sucked up all but 
two. Badda-boom. End of discussion. 

It’s entirely appropriate that the most socially pro- 
gressive, genre-defying game of the year sits above 
all other titles. NO ONE LIVES FOREVER had humor 
and great pacing, BALDUR'S 2 had epic qualities and 
incredible depth, but THE SIMS was— in a word- 
unique. Typically, hit games are followed by a slew of 
imitators, but THE SIMS' deft blend of satire, inge- 
nious game design, and anti-stereotyping cannot be 
remade or reverse-engineered. 

So maybe it’s not appropriate to thank God for THE 
SIMS. Instead, we should thank Will Wright. His great 
work will not only be remembered as the best game 
of 2000. It will be etched in gamers' minds as one of 
the greatest, most innovative games of all time. 
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COMPUTER GAMING WORLD GAME OF THE YEAR AWARDS 


STARFLEET command. No. they didn’t bat 1.000 (cough, STAR TREK NEW WORLDS, 
cough), but their overall record was as good as any one company has had in years. 
Bravo, guys. 


BEST SCREENPLAY 

No One Lives Forever 

How else can you describe the brilliant sense of timing and material in the incidentai 
henchmen dialogue, the originality of levels such as the parachute drop, and the 
snappy dialogue uttered by a hand puppet? In the past, we've focused on the story 
aspect of games, but NO ONE LIVES FOREVER really shows what happens when a 
good script and clever gameplay come together in a seamless whole. NOLF's pacing, 
execution, wiL and originality distinguish it weli beyond everything else out there. 


VILLAIN(S) OF THE YEAR 

Shwing-Sliwang and 
H.A.R.M.’s Evil Hand Puppet 

Who says bad guys have to be bad? They cai 
also be as cool as a big bad voodoo daddy or ^ ( 

as freaky as a guy who constantly has a hand Stiwing-SiiMiit atm HAR,u:! wl hand pupjoi 
up his bum. Above all, they can be funny-like 

this year's co-winners: Shwing-Shwang from MDK2, and H.A.R.M.'s evil hand puppet 
from NO ONE LIVES FOREVER. 


PLEASANT SURPRISE OF THE YEAR 

MAJESTY; THE FANTASY KiNGnOM 

A real-time strategy game where you didn’t control your troops and concoct extrav- 
agant tactical maneuvers? Who'd want to play that? Surprisingly, we did. MAJESTY: 
THE FANTASY KINGDOM Sim hooked more than one of us with a quick-paced, hands- 
off formula that defied our expectations and won our hearts. 



ALCHEMISTS OF THE YEAR 

Laziest Men on Mars 


Suck it down! 


Suck it down. 
Hey! Mikiko, 
that hurts! 



Thank you, the Laziest Men 
on Mars, for brilliantly spin- 
ning the leaden wordplay of 
DAI KATANA Into solid gold on 
your wickedly funny MP3. 
The game’s three pro- 
tagonists engage in a 
spirited three-way sex 
scene— all done completely 
with actual dialogue from 
the game. It’s on 
this month's CD, 
gentle reader; lis- 
ten and laugh 
until your head 
hurts, or visit 
www.conhuge- 
co.org/. 


Worst games 

COASTER OF 
THE YEAR 


Talk about putting the “dog” in dog- 
fight All of this year’s Coaster nomi- 
nees had strong arguments for why 
they should be recognized as the bac- 
terial undercoat lurking welt beneath 
the bottom of the barrel. Almost all of 
these titles languished in development 
for years, were relentlessly hyped, and 
then blindly launched themselves into 
a series of spectacular pratfalls. 
Shouting “I can flyl I can fly!" these res- 
olutely earthbound melons threw 
themselves from tfieir towers of hubris, 
landing as gracefully as a gross of rot- 
ten honeydew. 

But the biggest putrid melon, the 
wormiest fruit with the biggest spray of 
putrescence when it hit the unforgiving 
ground, was DAIKATANA, a shooter 
doomed to be remembered for its 
needing four years to get those robotic 
frogs and r 
mosquitoes 
just right In 
spite of the 
horrible 
cut-scenes, 

the idiotic O 

roadblocks ' * 

that were 

your sidekicks, the garish fanboy art 
direction, the amateurish level design, 
and the unforgivably stupid save sys- 
tem, for one brief shining moment early 
in the Greek levels, DAIKATANA actually 
didn’t totally suck. But that brief respite 
only made the ensuing offal even more 
awful. In the end. playing DAIKATANA 
was as much fun as gouging out your 
eyes and packing the oozing sockets 
with rock .salt 

Did the game live up to the hype? Did 
DAIKATANA make you John Romero’s 
bitch? Totally, utterly, and completely. 
Anyone who bought this execrable 
piece of garbage would have to spend 
four years In a Turkish prison to get any 
further screwed. 


FINALISTS 

1. Messiah 

2. Dukes of Hazzard 

3. Star Trek: New Worlds 

4. Star Wars: Force 
Commander 
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The legacy of authentic D&:D‘ adventuring 
continues: tiew from SSI, the comany 
that practically invented D&D rolffpjaying 
on computers, 3D adventuring unlike-’-'^ 
anything you've ever experienced. The 
Pool of Radiance, once thought inac- _ ^ 
live now emanates a force making all 
it touches undead. Discover the power . ^ ^ 
behind thb vile resurgence and defeat ^ 
it. Explore the ruined Divert City ofMyg, 
Drannor - one of the most mysterioib,and! 
dangerous places in the 
PonaoTm Rcaws? ■“* 







Uses the latest 

Dungeon 
Dragons® 
Game Rules! 


The Legacy ofAuAentic DslD 
y Adventurini^Gontinues 


Mew Combat Systems, 
Tactics, Skills and 
Heroic Teats 

Random Dungeons 
„ , in Multiplayer 
II; 

No Race or Class 
JBjk Restrictions 


'RUiPS OF CPgCT) 'DRAPTJOR 


WINDOWS 

95/98/ME 


STORMFIHWT 




Get big air and pull off sick stunts as 
you go for the checkered flag. Complete 
with real bike physics and real race 
strategies, you can test your riding 
skills in all the different disciplines of 
motorcycle racing. From supercross to 
motocross, from freestyle to traffic, 

Moto Racer World Tour's simulation of 
the bike's handling makes for the most 
realistic riding experience. Take turns 
just right, and it's like peanut butter to 
the roof of your mouth. Pull up lame, 
and the only trophy you’re going home 
with Is a bad case of road rash. 

All The Real Tricks. All The Real Tracks. 
And All The Real Wrecks. 

Rev up the throttle and tear it up on 1 8 
of the world's most famous circuits, 
including Suzuka, the Stade de France, 
and Britain's Isle of Man. 


Choose and even customize any of 
the 34 different motorcycles avaiiabie. 
Fitted with independent front and rear 
suspension for the truest riding 
sensation, you'll get a real feel foj>^ 
the track, especially whenj^Tiieet 
it face first. 

You have^^^control of the bike, 
even Whefiit's airborne, so you can 
pull'off all the nasty tricks, from 
can-cans to superman. And TV quality 
replays of the race will prove who's 
lame and who's insane. Once you 
get it in gear, compete in different 
championship seasons, and you'll 
open up new hidden levels if you win. 
With such careful attention to detail, 
falls and collisions are painfully 
accurate, it's so life-like, you can 
practically taste the mud. 


FOR OlAR Lire 


ri\i otres wquember 2000 


Ccirpuler EnlsrtalnmAnt Inc. All other trademarks r 
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I t makes me not want to even glance at Evil Avatar. The near-daly announcements 
that some game I’m really looking forward to playing with my friends online or on 
the CGW LAN is - for whatever stupid reason - chucldng its multiplayer mode. Not 
that there's anything wrong with single-player mode, not if it's done right. But good 
multiplayer consistently brings me back to a game, and for developers to give up on 
multiplay in a game that screams for it, because they don't have the time or don't want 
to make the effort, is downright criminal. 

Two high-profile games reviewed by CGkVthis month made such announcements 
partway through their closely watched developments. The respective developers of ONI 
and B-1 7: THE MIGHTY EIGHTH crushed their fans by canceling multiplayer modes, and 
the end results are two games that smack of unrealized potential and incompletion. Two 
big games that turned out to be big disappointments. 

The first time I played ONI at E3 1 999, Bungie 
had a LAN set up {on Macs, no less) for death- 
match. Taking on other players with my fists 
■■ O instead of guns was almost a revelation, a near- 

™ ® perfect blend of fast-paced PC-style deathmatch, 

RATING with awesome console-style fighting game moves. 

★★★★★ I was hooked. I couldn't wait for the daily "server’s 
w w ^ up" cry at 4:30pm to start kicking my coworkers 
A A A A A asses (literally). Sure, it's fun to frag Jeff Green 
with a rocket launcher or flak cannon, but running 
■ . . . . up behind him, putting a knee in the smalt of his 

back, and cracking his spine? Now that's some- 
★★★★★ thing special. 

* t A A A And B-17’s promise of letting a whole group of 

networked players take control of the various posi- 
★★★★★ tions on the same Rying Fortress had some of the 
non-flight simmers on the staff ready to take off 
. . ■ ■ ■ into the wild blue yonder. Anyone can have fun 

AAA shooting down Nazis, as tong as one grognard is 

★★★★★ at the controls. 

A A A A A As single-player-only games, both ONI and B- 

w ^ ^ ^ .| j g|.g fgjjugejj to the point that their numerous 

★★★★★ flaws are laid bare. The addition of multiplayer 
AAA A A wouldn't magically convert them into good games, 

■ ■ . ■ ■ but a game with a weak single-player campaign - 

A A A A A and a great multiplayer mode has at least one fun 

•A-k-k-k-k aspect. That same game without multiplayer 

doesn't have much going for it at all. -Tom Price 


HOW DO WE RATEP We review enly finished games - no betas, no patches. 
☆☆☆☆☆ 


APRIl REVIEWS 

GAME 

RATING 

Oni 

★★★★★ 

B-17: The Mighty Eighth 

kkkkk 

Rowan’s Battle of Britain 

kkkkk 

Project IGI: I’m Going In 

kkkkk 

Star Trek: Starfleet Command 2 

kkkkk 

EverQuest: Scars of Vetious 

kkkkk 

Blair Witch Volume 2: The Legend of Coffin Rock 

kkkkk 

Blair Witch Volume 3: The Elly Kedward Tale 

kkkkk 

Anne McCaffrey’s Freedom: Rrst Resistance 

kkkkk 

Kingdom Under Fire 

kkkkk 

INSANE 

kkkkk 

No Escape 

kkkkk 

Airline Tycoon 

kkkkk 

Dino Crisis 

kkkkk 

Dirt Track Racing: Sprint Cars 

kkkkk 

Combat Command 2 

kkkkk 


Outetandlng The rare game 
that gets it all right A must-play 


' 1 1 


Very Good Worthy of your 
time and money, but there are 
drawbacks. 


% t.«»» 


Average Ether an ambitious 
design with major flaws, or just 



^ 98 


Weak Seriously laddng in play 
value, pooriy conceived, or just 
another clone. 


Abysmal The rare game that 
gets it all wrong. Pathetic. 

Coaster materiaL 

Ed nole; TJiese rankings in no way reBecf 
l/ie /istening habits of CGW, with the 
erception of George, wfio sWf ean'J 
under$l«nd why the New tCds broke up. 


4/2001 




SPOTLIGHT REVIEW: ONI 




reviewed by Alex Handy 


Streets of Rage 

The basics of the game are awesome, and indeed, the balls-out 
fighting action is ONI’s best feature. But the repetitive nature of the 

combat ultimately brings about the game's down- 
fall. There is no multiplayer support. There is no 
skirmish mode. There aren’t even any difficulty 
settings. Thus, you must play the single-player 
game, and you must play it over and over again. 

There is nothing but the story-driven game itself to play with. While 
there are levels that you may want to return to, most of those levels 
come later in the game, and you run the risk of giving up before you 
reach anyplace fun. Many of the earlier levels are barren, and for lack 
of a better word, lame. At times it feels like you're running through a 
Stanley Kubrick movie: long blank halls and empty white walls. 

And you can’t 


save feature was raped and left crying and violated in the corner. 
Instead of a friendly save-anywhere feature, ONI opts for a stingy, 
memory card-friendly series of automatic save points. Once a game is 
saved, everything you've done before is thrown out, and whatever 
door you just went through locks. 

As if it weren’t bad enough that the save system belongs on a TV- 
based game system, the save points themselves come five or six 
steps after the places where you'll most need them. ONI is a constant 
battle to get through wave after wave of heavily armed enemies and 
repetitive jumping puzzles sirriply to reach the next save point before 
some jerk kills you and says an annoying catchphrase. The distance 
between save points has the power to turn the most stout-hearted 
gamer into a keyboard-throwing, subwoofer-kicking pile of goo. 


save. At least, not in 
any useful way. 

At some point, 
ONI was redesigned 
to be a PlayStation 
2 game. Thus, the 


LAB RAT This lab may look exciting when ct)mpareti to the sparseness of the rest of the game, 
hut it’s non-interactive, and it’s seen in a dream sequence only. 


CGW RATED 


Great fighting 
action; auuesome 
sounds and music 


Stupid save sys- 
tem; simple 
gameplay; empty 
environments: 


Once, Twice, Three Times 
a Key Hunt 

As a gaming package, ONI 
- the mauveheaded stepchild 
of the new Microsoft-Bungie 
conglomerate - is just as 
sparse as its environs. It’s 
obvious that a lot of care and 
thought went into the fighting 
aspects of the game, while 
the rest of the game was 
slapped together in order to 
meet a ship date. Actual 
gameplay is even more sim- 
plistic than QUAKE: Fight, 
then open doors. 

There are three kinds of 
doors in ONI: the unlocked, 
the locked, and the triple 


Fighting good. Everything else bad, 

0-No! 


■ had high expectations for ONI. Bungle's reputation is among the 
best in the business, and their concept for a game inspired by 
Japanese anime sounded like a perfect fit for ONI's unique mix 
of hand-to-hand combat and high-powered weapons. Unfortunately, 
ONI's heroine Konoko was fated to be the bastard child of a corpo- 
rate custody battle. It was ripped from its original creators and 
handed over to the Gathering of Developers as part of Microsoft's 
purchase of Bungle last year. {G.O.D.’s owner, Take Two, owned 
a stake in Bungie, which forced Microsoft and Bungle to part with 
Bungle's baby.) And it shows. You can even pinpoint the exact 
moment that the developers seemed to give up on the game. But 
we’ll get to that in a minute. 


general half- 
assedness. 


Publisher: Gathering of Developers • Developer; Bungle • $35 « oni.bungie.cDm 
ESHB Rating: Teen f13-i-) 


Requirements: Peniiura-ii 200, 30 can), 32MB RAM Recommended Requirements: PanttumHI 300, VDodoa 3 canf or.fiellBr,- 
3D Support; Ol;ecl30 Multiplayer Support: None 










locked. There are no keys, only computer consoles that unlock other 
doors, or in some rare instances, three consoles that unlock one door. 
In fact, some doors and switches don't even need to be thrown; Once 
you reach the next save point, everything you just did is ignored any- 
way. Yes, there are some other items you'll discover, such as the grap- 
pling hook, but they're simply needed to trigger the next cut scene: 
You never actually get to use them. 

At least you get to try out some inter- 
esting weapons. Most notable is the 
screaming cannon, which fires a slow yet 
agile leech projectile whilst emitting a 
loud shriek. This brings up another of 
ONI's better points: sound. The music 
rocks, and the sound effects are top 
notch. 

More Plot Holes Than a Jerry 
Bruckheimer Movie 

It's a shame that the plot can't compare 
with the excellent foley work. Bungie is 
usually good with their plots, as anyone 
who played MARATHON oan tell you. 

Unfortunately, ONI comes off as a bad 
sci-fi novel rather than an epic anime flick. 

Most computer games err on the side of too little plot. Some, like 
NO ONE LIVES FOREVER, have almost too much plot. ONI's plot is 
just broken. At the end of the game, there are unexplained plot twists. 


inconsistencies, and generally messed up story lines. There is a ninja 
you must defeat, and a great deal of Konoko's internal dialogue 
involves her mysterious connection to this ninja. But after you defeat 
the ninja, nothing is explained. You're left in the dark as to why she felt 
connected to him. Another time, Konoko is cornered with no way out. 
After she remembers something her uncle said about the biodisposal 
vats, she realizes that there's a way she can escape. Problem is, her 
uncle never mentioned the vats. While these sort of enigmas could be 
attributed to an emulation of Japanese anime, an art form that seems 
to revel in keeping audiences in the dark, it's more likely that they’re 
due to the script author being the one guy in the office who passed 
English in college. 


Konoko, We Hardly Knevir Ye 

It is actually easy to pinpoint exactly when the ONI team decided to 
give up. Throughout the game, Konoko keeps a diary that intimates 
plot devices and also explains new moves. After Level 1 0, the diary 
goes silent until Level 1 4, where it is filled with two hastily written plot 
items and a lame disarm move that seems to have been forgotten dur- 
ing the development and thrown in at the last minute. 

So much disappointment, so little space. The cut scenes are done 
in-engine with small anime pictures of the speakers overlaid on the 
screen, yet no mouths move, and even the anime portraits are com- 
pletely static. The enemy Al is pretty good, but at times it has per- 
fect aim, and it never fully comprehends how to use explosives 
without blowing itself up. Also, you can't take ammo out of 
weapons, it’s very easy to waste a clip by reloading an already full 
gun, and the blocking system is unreliable - unless you’re using 
a weapon, in which case you simply can't block at all. The jump- 
ing puzzles are inane and repetitive, the regular puzzles are also 
bad, and the bosses are lame. 

One boss, the deadly brain, is 
arguably the Dumbest Boss Ever in a 
fighting game. The deadly brain literal- 
ly requires you to turn off the same 
four switches surrounding it three 
times in a row. You end up simply 
running laps around the brain, hitting 
switches to kill it. 

And then, in mission 13, you get to 
do it all over again. This is fun? 

But still, you may come back and 
play ONI over and over. The fighting 
is an absolute blast and the graphics, 
though sparse and desolate, are quite 
pretty. Too bad there’s no multiplayer or 
skirmish mode so you could fight with- 
out all the silly plot. Overall, ONI is a blemish on Bungie’s good 
name. While there was a time when Bungie could have been con- 
sidered infallible, that time has definitely passed. Let us pray that 
they don’t ruin HALO. 2313 
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CGW RATED 


multiplayer; buggy 
and clearly 
unflnished. 


Requirements; Penliuni-ll 300, 128 MO FIAM. 700 MO hanl drive spai». Recammended Requrremeiits: Penlium-lll 500, 258 MB RAM. 
3D Support: OirecdOO Multiplayer Support: None 


Publisher; Hasbro Interactive • Developer; Wayward Design • $49 • www.b17flyingfortre8S. 
ESBB Rating: Teen (13-I-); animated violence. 
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It requires four engines to fly. Hasbro gave it two. 

It Bombed 


stunning graphics 
accurate bomb- 
run recreation; 
manning the guns 
is a blast. 


That’s the Third Reich Down There 

B-17 comes with both individual missions (training and historic) 
and two distinct manners of campaign. Never before has a training 
mission been so unhelpful or frustrating. The learning is essentially via 
trial-and-error, given the sparse directions in the manual and the com- 
plete lack of in-game direction. The historic missions, although wel- 
come, are few and limited in scope. For instance, many famous air- 
raids - like the bombing of Dresden - 
are missing. The campaigns themselves 
are nice because of their two separate 
natures, The historic campaign allows you 
to play the Bomber Commander, worrying 
only about your lone bomber and its crew 
making it through the 25 required mis- 
sions, The Strategic Commander is like 
the Bomber Commander campaign, times 
1 2; You have 1 2 bombers and crews to 
look after, as well as being responsible 
for each mission's planning and targets. 
This campaign is fully dynamic in nature 
and is ultimately the most rewarding. 


Terror in the Skies 

The experience inside the B-17 itself is 
where one feels the greatest joy as well 
as the greatest frustration with this game. 
From a gunner’s perspective, trying to 


ment feature means there's really not much to do as a bomber pilot. 
Hardcore flight sim enthusiasts will be disappointed in the overly for- 
giving flight model. The bomber behaves uncharacteristically of its 
historical namesake, and the fighters show very little in the way of the 
distinctions that made them unique. Plus, the Al itself demonstrates 
incompetence and/or bizarre behavior far too often: Even if you want- 
ed to let the game handle matters all by itself, you’ll often wish it 
wouldn't try. 


Woulda, Coulda, 

Shoulda 

Truth be told, B-17 is not a flight sim in the traditional sense. It's far 
more accurate to call it a bomber-management sim with major role- 
playing overtones, or perhaps a wargame that implements a full 3D 
mode. The game was originally intended to be all three, primarily by 
employing a thorough Al that would be capable of running all aspects 
of the game by itself. That way, players could take as much or as little 
control of each feature as they wished, allowing them to do every- 
thing or hardly a thing at all. Unfortunately, much of what was 
promised for B-17 is either missing or non-functional enough to ruin 
the intended experience, leaving players with few working options. 

Hardcore bomber enthusiasts and fans of the original will be disap- 
pointed because 
broken instrument 
readings and the 
complete absence 
of the promised 


engine manage- 


J ust what the hell is it with Hasbro publishing completely broken 
simulations? Like FALCON 4.0 and GUNSHIP! before it, B-17 
FLYING FORTRESS: THE MIGHTY EIGHTH follows proudly in 
their fine tradition of bugginess, unfulfilled promises, and the biting- 
off-more-than-one-can-chew approach, 

B-17 is actually a sequel, but it somehow lost the "H” along the 
way. Perhaps Wayward Design, the developer of both games, wanted 
to avoid embarrassing comparisons to the original (and in some ways 
superior) sim. Regardless, it's obvious Wayward never intended to 
deliver B-1 7 as it stands now. Whether it was an overly ambitious 
design, or another example of how Hasbro prematurely ships a game 
(or both), B-17 needs a lot 
more work. But if all this 
doesn't scare you off and 
you have a lot of persis- 
tence, B-17 can be worth 
the effort: It boasts a lot of 
“I don't believe what I just 
saw" moments, and some 
truly unique gameplay. 


B-17 FLYING 
FORTRESS: THE 
MIGHTY EIGHTH 

|~ reviewed by Gordon Berg" 






REVIEW 




Strategic DsyiigbiBBiiibing: 

Tha American Penrnective 

■ Counter to the British philosophy. The United Slates 
intended from the start to bomb Germany by day. Perhaps it 
was complete fajtb in their personnel and equipment, but the 
Americans still believed they could succeed with a concept 
Germany abandoned and Britain shunned: strategic daylight 
bombing of vital targets with deadly precision. Both sides 
felt that if the U.S. was successful on this score, the war 
would be over quickly. As a result some of the fiercest and 
most desperate fighting this side of the Battle of Britain took 
place over the skies of Germany. In the end, the B-17 proved 
that by itself it was formidable, but not invincible. America 
suffered staggering losses of planes and personnel, while 
the total production output of warplanes in Germany actually 
rose. Although America could ultimately win a war of attri- 


11:21 
3 ft 
55 mph 
235 


shoot down a FW-1 90 or Me-262 as it 
roars past is practically worth recom- 
mending this title to just about anybody. 

But the Luftwaffe pilots deliver far more 
damage from consistently ramming your 
bombers than from actually shooting any 
down, forcing you to turn off mid-air colli- 
sions. And by the way, where are the aer- 
ial bombs and rockets? 

What's worthwhile, though, is the effort 
to master the part of the Bombardier. 

Learning the Norden bombsight and 
putting the bombs on target well enough 
to satisfy the game's stringent definition 
of success is strangely compelling. It 
takes a while to figure out which 
approach to the target works best and 
how to compensate for drift. You'd best 
learn, though, because the Al won't do it 
for you and only the bombs from your 
own plane will score any hits. 

Even though the A! offers a "superior 
initiative" setting, you're better off without 
it. Plan to take a hands-on approach - 
otherwise, your crew's actions will drive 
you crazy. Members will swap stations for 
no apparent reason and at the absolute 
worst times (for example, the tail gunner 
might replace the Bombardier right 
before a bomb run). Furthermore, given 
how often your crew gets wounded or 
how badly your plane is damaged during 
a flight, you'll want to make sure the crew remains in place to admin- 
ister first aid. ..or worse, to put out a fire. It can't be underscored 
enough how watchful an eye you need to keep on your crew, 
because sometimes it will cost you the entire flight if you don't. 

Moreover, if your plane suffers enough damage to both engines on 
the same wing, you'll have to fly the bomber back yourself: The Al 
pilot can't handle such a predicament, and you’ll experience first hand 
just how long those flights were. At times like this, it would have been 
nice if further gameplay concessions were made, such as in in-flight 
save or even a simple autopilot. 


Graphics and Sound to 
Both Please and Annoy 

The visuals in B-17 are 
without a doubt the best yet 
ever witnessed in a flight sim, 
yet the delivery of these visu- 
als help to detract from the 
overall experience. Both the 
terrain and sky look truly fan- 
tastic, but they draw-in to 
your monitor's screen so 
slowly that this practically kills 
whatever immersion they 
helped create. The sound is 
also equally compelling, offer- 
ing a dynamic feel that is just 
as effective as any graphic to 
help lure you in - when it's 
not fading out. The best 
example of both sound and 
visuals comes when flying 
through flak: It's just as scary 
to listen to as to look at. The 
visible damage effects suf- 
fered by the planes can also 
make a claim to being the 
best ever: It's both fascinat- 
ing and unnerving to actually 
look through giant holes in 
your airplane. It's a wonder 
these planes made it back 
at all. 

It should go without saying that only the latest and greatest hard- 
ware will do any of this justice. In fact, it takes a high-end system just 
to run the game in a semi-stable fashion, let alone worry about 
acceptable performance. Stuttenng and crash-to-desktops are legion, 
plaguing a wide variety of users and their systems. One solution is to 
set up your computer’s permanent swap file to a size of 1GB, 
despite the total RAM present. 

Even with several delays getting to market. Wayward still didn’t fin- 
ish what they set out to make. What was intended to be the end-all 
be-all of flight sims, and a game that offered something for everyone, 
has instead managed to alienate both simmers and gamers alike. 
Despite all this, B-17 can still deliver a lot of compelling game play, 
but you'll have to suffer through too much to enjoy it. LiO 


tion, it avoided doing so once the 


long-range escort capability of the 
P-51 Mustang arrived on the scene. 


See im BriUsb 
perspaeVn on page 93 


ANY LANDING YOU CAN WALK AWAY FROM... Despite your b 
efforts, this is often the end result 
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Rowan flies off into the sunset with what’s likely to be their last sim ever 

Truly Their Finest Hour 

I f there's going to be only one thing you take 
away from reading this review, let it be the 
following: Rowan’s Bahle OF BRITAIN is the 
single greatest dog-fighting experience ever. 

Got that? Good. And kindly note that I didn't 
say Rowan's BATTLE OF BRITAIN (BOB) is the 
single greatest flight sim ever; BOB has a few 
too many problems to claim that title just yet. 

But even if what's wrong with BOB remains 
part of its permanent “feature" list, there’s no 
denying this game has forever changed the face 
of simulated dogfights by sheer virtue of the 
number of planes it can draw simultaneously on 
your computer screen. 



Quantity Has a Quality all Its Qwn 

Not since Microprose's EUROPEAN AIR WAR 
(EAW) has a sim even come close to the stag- 
gering number of planes BOB puts in the air 
around you. While EAW managed over 200 planes at one time. BOB 
can exceed five times that amount. Hence, for the first time ever, 
there’s a sim out there actually capable of delivering the true number 
of aircraft present during the London “Blitz." Granted, the majority of 
these planes are bombers flying in tight and simple formations, but 
when you look out your 


ROWAN’S BATTLE 
OF BRITAIN 


cockpit window and see 
hundreds of escort fight- 
ers starting to engage 
your squadron in a 
complex aerial dance, it's 
hard not to stare at your 
monitor in amazement. 

Numbers on such a 
grand scale don't mean a 
thing, however, if the com- 
puter-controlled planes can't behave individually and believably. For 
the most part they do so in BOB; at the highest settings, you'll have 
to work for each kill. Unfortunately, sometimes you have to work too 
hard. Unless you can destroy the enemy with a sustained burst last- 
ing a good two to three seconds (which is historically correct for the 


SI 




SCORE ONE FOR THE FATHERLAND The 1Q9's cannons make 
quick work of this Spit 


weaker RAF guns), your attack may be for naught. After a set of 
amount ot time, smoking planes sometimes magically “heal” and head 
for home at top speed, almost as if an overriding subroutine kicks in. 

At full realism, BOB's flight models are fairly convincing. There is 
the threat of the occasional spin, but for the most part, the aircraft are 
easy enough to fly. Because the game faithfully models the slightly 
under-powered engines of the era, you'll need to keep your speed up 
if you want to avoid constant stalls (unless you enable the power- 
boost cheat). Granted, BOB's flight model won’t induce the kind of 
terror that can be felt while flying EAW, but the vast number of ene- 
mies about you will. 

BOB won't win any awards for the “best eye candy," but the game 
has its moments and the overall effect is much better than that of 
MiG ALLEY, Rowan Software’s most recent award-winning flight sim. 
Pyrotechnics are still one of Rowan's weakest areas. The smoke and 
explosions look blocky and unrealistic, and the tiny debris from dam- 
aged planes looks primitively drawn. The terrain itself is a vast 
improvement over MiG ALLEY, but that is largely due to the bright 
palettes used to paint the English countryside (compared to the drab 
tones Rowan used for Korea). The terrain in B-17 and COMBAT 
FLIGHT SIMULATOR 2 looks better, though, which probably explains 
why some are already importing CFS terrain tiles 
into BOB. 

The plane models themselves are nice and sport 
realistic markings, convincing battle damage, and 
decent 3D cockpits. Better still, for the first time 
ever in a Rowan sim you can actually enable 
volumetric clouds to fly and hide in, and they're 
gorgeous. It’s truly breathtaking to see a sunset in 
BOB with the clouds turned on. But you'd better 
have the latest and greatest in hardware if you plan 
to enable the weather. Even on my 1GB 
Athlon/Voodoo 5500/256 RAM system, I had to 


Requirements: Windows 95, 98, ME. Penliun ll 233MH2; DirectX l-coinpalidlB 39 rani w/ SMB RAM; 450 MB hard driva space; 6X CD-ROM; raoise. Recammenited 
Requirements; PBnOum-tMDOHHA DirectX T-compifilils 3D ranliy/ 16MB RAH cr pater, 550MB fiaiil drive space, DiraciX 7-siipportBil sound cani, loystick. 

30 Support: 030 Multiplover Support: IPX cr TCP/IP, rradem, or direct serial link; 2 Id 0 players. 
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BLITZKRIEG! Gie Stuka proved to be ineffective in BOB. 



dial down some of the settings to get a playable frame-rate. 


History Repeats Itself 

Aside from the provided training and historical missions, the heart 
of BOB ultimately lies in the recreation of the famous battle itself. 

With the ability to fly for either side of the conflict, the time frame of 
those two long months in 1 940 is broken down into four phases, 
each a potential starting point for your campaign. While the beginning 
of each phase accurately reflects the historical damage and relative 
strength of numbers for both air forces of the time, the subsequent 
events do not. BOB’s campaign is truly a dynamic one. 

The actual flying in BOB is merely a tactical extension of the 
strategy portion of the game. There is no role-playing aspect of an 
individual pilot, per se, like other sims: You simply hop into a plane at 
your choosing, usually when an encounter is about to ensue. 

Although you are forced into the role of Commander, you do not nec- 
essarily need to act like one and can simply watch events play out on 
their own. But if you want to please Churchill (or conversely. Hitler), 
you’d best get involved in the minutia and figure out how to marshal 
your limited resources and battle-weary pilots (if you're British), or 
what to attack (if you’re German). The best part for me was testing 
out the attack/defense theories and strategies that have been scruti- 


Opposing View of 
Daylight Bombing: 

The British Perspectiue 

■ If (he Battle of Britain taught England's Bomber Command 
one thing, it was the notion that bombing targets during the 
day was utter suicide. Even with the Luftwaffe's numerous 
advantages, the cost Germany paid in men and aircraft over 
the skies of England was heavy indeed, something the British 
couldn't themselves afford when it was their turn to attack. 
Hence, Britain took to the night skies when they bomhed 
targets on the continent. Granted, less planes and men were 
lost this way, but history has shown us that these night 
attacks were only half as effective as they once were 
thought to have been. It took the arrival of the Americans 
to again make effective 
Sea ihe American Strategic daylight bombing a 

perspedhm on page 8! reality. 


nized for the past 60 years. Good luck avoiding inva- 
sion if you let Germany continue to attack the RAF 
instead of restricting them to historical civilian targets, 
and good luck trying to defeat the RAF before 
September 1 5th if you keep attacking London’s docks 
instead of airfields. 

Every Ace Takes a Little Flak Now and Then 

What keeps BOB from being awarded five stars 
is typical of an initial Rowan release: minor bugs, 
incompatibilities, and broken features. The sim is fairly 
stable for the most part, but the occasional lockup or 
crash-to-desktop can occur. Worse are the potential 
graphical problems, depending on your video card (and 
your willingness to experiment with different "tweaks"). 
Apparently, the stuttering from MiG ALLEY has 
returned for an encore. In addition, an awful banding of 
the sky occurs when you run the game in 1 6-bit mode; 
but upping the resolution to 32-bit to get rid of it is 
tougher on frame-rates (and for me, turned the entire terrain dark). It’s 
obvious this sim still needed a bit more time, despite some stability 
fixes from the prior European release. 

Nevertheless, although my head sometimes chastises this sim for 
what it's got wrong, my heart is singing the highest praise for what it 
has right. Not since I first started flying simulations have I been this 
engrossed. With a thousand planes on the screen at once, BOB has 
brought me closer than ever before to the most famous air battle of 
all time. 



YUCK Tlie banding In IG-bit mode Is a real distraction. 

SEE THE DIFFERENCE? 32-bit mode looks much better, but at what cost? 
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This warrior has no heart 

Wooden Soldier 



A good tactical simulation has a deft blend of realistic combat 
and weaponry, real-world locations, tense tactical situaUons, 
a compelling storyline, and gameplay that demands you rely 
on your brain as much or more than you rely on your reflexes. 

But where these qualities run to the very core of games like 
ROGUE SPEAR and SWAT 3, there’s only a thin layer of these 
elements coating PROJECT IGI. While it's not as bereft of realism 
as DELTA FORCE 3, the shortfalls in its gameplay ultimately make 
IGI inconsequential. 

You play a former SAS commando named Jones, now working as 
a freelance operative for both the U.S. and U.K,, called into action 
to stop a group of terrorists from detonating a stolen nuclear war- 
head. As this lone wolf, you're trained to use a variety of weapons 
and are impossibly physically fit - you can run forever carrying 
more armaments than a Delta 
Force armory and never get 
winded. A series of 14 hefty 
missions tasks you with taking 
out baddies, rescuing informants, 
driving vehicles, stealing jet air- 
craft, hacking computers, and 
disarming warheads. 

Every tac sim begins and 
ends with realism, It’s the most 

integral part of any combat simulation, and to its credit, IGI does 
contain realistic elements like the variety of weapons and tools 
needed to complete each mission, ballistic models, realistic loca- 
tions with weather elements, and combat models that force you to 
aim for the head because the bad guys wear tactical armor, By 
themselves, the above features are adequate, but the game lacks 
other key components like a training mission or kill house, and a 
multiplayer game. 

There are more noticeable shortcomings, starting with the Al. 
There’s very little intelligence in this artificial intelligence, and it 
robs the missions of the dramatic tension that makes for a winning 
tac sim. You can snipe enemy soldiers one by one, and they’ll 
never react to the guy who just dropped dead next to them. Other 
times, they just wander like buffalo grazing in the prairie, ambling 
past dead comrades as you pick them off. When they do react, 
they tend to all rush at you in a straight line - unless they're pop- 
ping out of a wall to shoot you in the back. Forget about realism; 

how fair is that? Especially when the lack of 
any in-mission save means you've spent over 
an hour clearing out an area? 

Like most tactical sims, you enjoy access 
to a large arsenal of weapons, but you’re 
usually poorly armed and must find them in 
the mission. Equipping yourself with what 
you loot from dead guards or supply caches 
will give you access to the Glock 1 7, 

MP5SD, grenades, SPAS-12 shotgun, LAW 
rocket, M4. AK-47s, Drugnov sniper rifles, 
and other real-world weapons. Most 




weapons characteristics follow a realistic model, with muzzle rise 
and bullets penetrating doors and body armor. You’ll quickly dis- 
cover how fast the AK-47’s muzzle kicks when you fire it full auto 
and your aim suffers. But the logic of the weapons is lost when 
you can tote more weapons than a commando could ever dream of 
owning, let alone carrying, And while you may end one mission 
armed to the teeth, this doesn’t necessarily mean that you’ll get to 
keep the weapons you’ve accumulated - apparently your character 
feels it necessary to drop all the ordnance he fought for in favor of 
packing just a knife, a pistol, a submachine gun, and his unswerv- 
ing faith in himself. Frankly, !'d rather have the sniper rifle. 

Graphically the game is solid, with the huge outdoor environ- 
ment vistas having much better texture and scope than the bland 
buildings. But the best feature is IGl's sound. The environmental 
ambiance of soldiers walking, doors and gates closing, security 
cameras beeping, thunderstorms crackling, and firefights popping 
are all well done and juice up the atmosphere, especially during 
the stealth portions of the game. 

In the end, PROJECT IGI can still be called a tactial sim, 
but barely. With no in-game save, dumb Al, and no multiplayer 
component, IGI just doesn't hit the mark. PROJECT IGI can 
be fun to play, b ut it lacks the rewards of a ROGUE SPEAR or 
SWAT 3, aau 


REquirements: 30DMII2 Pentium II, B4MB RAM, 4X CD-ROM, 8MB VRAM SD-accoIefaleil video canl, 500MB hard drive space. 
Recommended Requirements: AMD AUilpit or Peirtium III. 128MB RAM, 1BMB VRAM SD-acceletaiBd video canl. 


3D Support; OireclBD, Glide. Multiplaver Support: Rene 
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STRATEGY 


REVIEW 


This five-year mission could have spent a few more months in drydock 

Captain’s Quarters 


STARFLEET 
COMMAND 2: 
EMPIRES AT WAR 


M aking a successful real-time strategy computer game out of 
the incredibly complex ‘80s*era, turn-based boardgame Star 
Fleet Battles was the equivalent of making a functioning 
radio out of stone knives and bearskins. The combination of an 

excellent graphics engine, 
variable-speed gamepiay, 
and an intimate understand- 
ing of what made Star Fleet 
Battles compelling turned 
what could have been a 
clunky disaster into one of 
the best games of 1999. 
Unfortunately, it looks like 
Interplay is set upon prov- 
ing that space-lightning 
never strikes twice, 

because the sequel, STARFLEET COMMAND 2: EMPIRES AT WAR, is 
as safe and derivative as its predecessor was daring and original. 

STARFLEET COMMAND 2 is a real-time strategy game in which you 
can control up to three ships simultaneously in space combat. As the 
captain, you manage your ship’s energy by assigning it to various 
departments such as shields, 
weapons, transporters, and electronic 
counter-measures. Despite the real- 
time element, the game requires a lot 
of strategy and knowledge of the rules, 
and the selectable game speed 
ensures that even the most cerebral 
(or least coordinated) gamers can play 
at a comfortable pace. 

At first glance, STARFLEET 
COMMAND 2 looks very much like its 
predecessor. This impression lasts 
through the second, third, and fourth 
glances as well. The two games look 
virtually identical, and only a side-by- 
side comparison reveals that the ship 
models are better, especially at close 
ranges. Some nifty details have been added, like animations for point- 
defense weapons, but for the most part the changes to the tactical 
game are nothing more than the introduction of two new races (the 
Mirak and the Interstellar Concordium), improved fleet control, and a 
variety of weapons tweaks. The real changes 
were supposed to be made to the campaign 
mode, which was the original game's acknowl- 
edged weak spot. 

The campaign in STARFLEET COMMAND 
was nothing more than a series of randomly 
generated missions that weren't very different 
from one another, interspersed with scripted 
scenarios. STARFLEET COMMAND 2 adds a 
strategic map composed of hexagons that reg- 
ulate movement, and the game’s Dynaverse 2 
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SPACE CAN BE PRETTY Not only is the gamepiay deep, 
but the special effects are special indeed. 



FLEET ADMIRAL You can still only be on one bridge at a time, but $ 
overall command is improved. \. 






engine (so called because it's an improvement on the dynamic 
universe system used in the first game) generates political events 
that govern the relationship of the various races to one another. 

It's an ambitious concept that manages to fall flat on its bulging 
Klingon nose. 

While the spontaneity of a dynamic universe should create an 

immersing atmosphere, the way it’s imple- 
mented results in the opposite impression. 
The hex grid is ugly, the news seems to be 
spewed from a random number generator, 
and the missions themselves feel uncon- 
nected to anything that's actually going on 
in the larger universe. It's an incredibly 
clumsy system that appears cobbled 
together for an entirely different purpose: 
online Star Trek. 

The real attraction of Dynaverse 2 was to 
be its online component: a persistent multi- 
player gameworld in which players could 
roam the galaxy and complete missions, 
progress in rank, and upgrade their space- 
craft within the context of a series of galac- 
tic wars. Sadly, it was not to be. Shortly 
before the release of STARFLEET COMMAND 2, intended host 
Fiipside.com was reorganized by its owner, and Taldren was left 
without any servers. Interplay stepped in to run its own, but this 
meant a lot of re-coding of the campaign engine, which hasn’t been 
completed as of this writing. So STARFLEET COMMAND 2 is left with 
a centerpiece feature that simply doesn't work. To top it off, many 
users have reported bugs and instability in the solo game as well. 

Despite the flat and uninspiring campaign, STARFLEET COMMAND 
2 still boasts some of the best starship combat strategy available 
anywhere. Unfortunately, the single most important element that was 
to distinguish the sequel from its predecessor is very much a work in 
progress. If you've never played the original, STARFLEET COMMAND 
2 is worth the purchase price. However, veterans of the previous 
game will find little extra gamepiay to justify the expense. Save your 
money for a new set of Spock ears. 2313 


Requirements: PeiHium-ll 350 (Pentiim-ill 500 it no 30 rani), 6i1MB R&W. 550Mfl hard drive spara. 
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3D Support: Oirpcl 30 Multiplayer Support: Dirocl TCP/IP (2-6 players), Mplayerctini; one CO per player. 
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The EVERQUEST expansion will keep hardcore players happily addicted 

Verant’s Braue New World 


EVERQUEST: 

THE SCARS OF VELIOUS 


reviewed by 

David “Asiago" White, Level 52 Wizard 


E UERQuest widows, your troubles are not over yet. 

In response to an ever-growing, ever-more-experienced audi- 
ence of addicts, Verant has once again expanded the 
EVERQUEST world of Norrath with the SCARS OF VELIOUS expansion 
pack. The result is a must-buy for seasoned EVERQUEST players. 

Although there are no new player races or classes (as in RUINS OF 
KUNARK, the previous expansion pack), and the level cap is still at 60, 
what you do get is an entirely new continent of 19 zones (including 
two new planes of 
"good” gods), and a 
multitude of new 
dungeons, quests, 
spells, and magic 
items. All in all, it's 
enough to keep you 
sleepless for many 
months to come. 

Verant was 
serious when they 

suggested VELIOUS was for characters level 30 and above. Most of 
the monsters you'll battle are actually far higher than level 30, and they 
are tougher, for the most part, than their KUNARK or ANTONICA peers 
of the same level. Most VELIOUS monsters have a high magic resist 
which makes standard enchanter-mesmerize or other crowd-control 
tactics less of a sure-fire bet. There's also a rumor that the well-known 
32,000 hit-point cap for EVERQUEST monsters has been lifted, and 
some VELIOUS monsters may even have more 
than 100,000 hit points. 

The fighting is worth it, though, because the 
monsters are carrying some great loot. 

Actually, when this expansion first shipped, 
reports of the loot from the new continent were 
astounding: Precious items that surpassed 
anything in the pre-VEUOUS game were drop- 
ping frequently off rather accessible monsters. 
After a few weeks, Verant issued a patch that 
"nerfed" many of the drop rates on some of the 
too-easy-to-get items, but the great loot still 



exists in some areas. 

You will see the Ry’Gorr ores camped 24/7 on every server, 
because the loot they drop is incomparable to the challenge. Loot from 
the three main races also tends to be fairly outstanding; named 
dragons, for example, drop talismans with stats similar to the leg- 
endary Necklace of Superiority, which va^ in power depending on 
how powerful the dragon is. 

And speaking of the three races, Verant has cleverly designed the 
faction between the continent’s Coldain Dwarves, Frost Giants, and 
Velious Dragons to hang in delicate balance. This is a key feature of 
VELIOUS and will make the gaming experience different for players 
depending on who you choose to side with. For example, if you slay a 
creature of one of these factions, you will gain faction in the other two. 
If you do a quest for any of these factions, you will lose faction with 
one or both of the others. 

No matter which side you take, however, the dragons, dwarves, and 
giants all have equivalent quests for the excellent new armor - for 
every class. And if you're a total hellion and have mucked up your fac- 
tion with all, then you still may have a chance to gel the equivalent 
armor dropped by creatures in the Plane of Growth. That you can get 
the same armor in every location is probably a feature put info place 
so that players are less afraid to pick one of the three factions to favor, 
but it isn’t necessarily very creative. 

There is also far more interactivity in some of the new quests, as 
well as multi-stage quests where quest-reward items continue to get 
their slats incremented at each stage of the quest; these items can 
start as newbie-level magic items and progress to planar-level. 

All in all, Verant has done it again with another expansion that 
continues to enrich the EVERQUEST experience. Creating an entire 
continent for players of level 30 and above addresses the shifting 
demographic of players on the servers, as this two-year-old game con- 
tinues to mature with its loyal and growing player base. At the time of 
this writing (a month and a half after its release), stili much of the new 
continent remains unmapped by the EVERQUEST community (as of 
this date. Plane of Mischief still hasn't even been found), and many 
secrets are likely yet to be discovered. With SCARS OF VELIOUS, 

Verant has given its hardcore players a rich, generous slab of their 
favorite gaming addiction. Kd!'/ 
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Blair witch 2 and 3 kill what was left of this sickly franchise 

The Witch Is Dead 

i 


BLAIR WITCH 


VOL. 2: THE LEGEND 
OF COFFIN ROCK 


VOL. 3: THE ELLY 
KEDWARD TALE 


reviewed by Brett Todd 


a 


t's been a bad - very bad - year for the Blair Witch franchise. 

First, there was the lousy sequel to the movie. Then, there was the 
first PC game, which stunk. Now we have the second and third 
games in this formerly cool universe, and guess what? They stink too. 

BLAIR WITCH VOLUME 2: THE LEGEND OF COFFIN ROCK has a 
good premise. It opens in 
1806, when an apparently 
injured man wearing the 
uniform of a Civil War 
soldier is discovered by 
a little girl in the now-famil- 
iar woods outside 
Burkittsville, Maryland. 

The child’s grandmother 
nurses him back to health, 
but by the time he gets 
back on his feet, the girl 
has gone missing and 
grandma is telling the ex- 
soldier that only he can 
save her. 

All is not quite 
as it seems, 
though. As 

soon as he begins his mission, he starts having Civil War 
flashbacks, which make it clear he's traveled these lonely 
paths before; some sinister presence is manipulating him 
and controlling the haunted forest. 

But the brief tale soon devolves into an incomprehensi- 
ble saga, and aside from the title’s reference to the grue- 
some discovery at Coffin Rock, it has almost nothing to do 
with The Blair Witch Project. The woods are haunted by 
some kind of demonic presence that sounds not like a 
witch, but like Abe Vigoda after a fifth of cheap rye. 

Solutions to the game’s meager few puzzles make no logi- 
cal sense. And, absolutely nothing is scary. Hell, even the 
ghosts are corporeal entities that can be taken care of 
with your trusty six-shooter. 

BLAIR WITCH VOLUME III; THE ELLY KEDWARD TALE 
fairs only slightly better. The game opens on a winter's day 
in 1 786, not long after the title character has been tied to 
a wagon and dumped in the mid- 
dle of the woods to die. Elly's crime? Drawing 
blood from the children of her home village of 
Blair, an act suspicious enough to cause the 
God-fearing locals to charge her with witch- 
craft, Disappearances follow shortly thereafter, 
and rumors begin to fly that the old woman 
has survived to wreak her vengeance on the 
townspeople through sorcery. This, of course, 
kicks off the Blair Witch legend. 

It's an intriguing story - certainly better than 
the tales told in the first two games - and it 
might even be good enough to prevent a few 


THROWING SPARKS IViagIc stones can stop a 
zombie, er, dead in its tracks in ELLY KEOWAUD. They 
produce some dramatic pyrotechnics, too. 
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Each game features 
the NOCTURniE 
engine— the best 
shadow simulator 
available for the PC. 

Recreating spoohy- 
looking shadows is 
all that the 

NOCTURNE engine 
is good for. 


people from 
uninstalling the 
game after a 
couple of hours 
of play. 

The key 
words here are 
“a few." The 
vast majority of 
gamers unfortu- 
nate enough to 
have purchased 
THE ELLY 
KEDWARD 
TALE will quit 
long before it 
ends. There are 

simply far too many serious flaws for even the most indiscriminate 
consumer to endure over any serious length of time. 

Most of the “adventure" consists of shopworn Fed Ex quests 
padded out with lots of senseless combat, extraneous dialogue, 
never-ending cut-scenes, and numerous trips in and out of the maze- 

like woods. All of this exists for no other reason 

than to lengthen the game. 

To add insult to injury, there's no payoff. 

The villain is a demon, not Elly Kedward, and 
cheesy Indian mysticism is the predominant 
mythology, and not the sinister paganism hinted 
at in the movies. 

Of course, the most serious obstacle to enjoy- 
ing yourself in either game is the Gathering Of 
Developers' NOCTURNE engine, which hangs 
around the necks of the entire BLAIR WITCH 
trilogy like a Pentium-powered albatross. In all 
three games, it handicaps the gamer every step 
of the way. It looks and sounds good, but it just 
isn’t able to handle the intended quick pace of 
these games. 

All player movements are stiff and unrespon- 
sive. It typically takes three or four tries just to 
pick up items. Awkward camera angles also 
make it difficult to do what the game asks, or 
even to see the monster that is killing you. In COFFIN ROCK, even 
the elementary task of walking across a log is rendered nearly impos- 
sible on one occasion due to the distant, awkwardly placed point- 
of-view. 

The Blair Witch phenomenon is dead. Cheap marketing stunts 
like this hackneyed series of computer games and the atrocious 
Blair Witch 2: Book oi Shadows have turned one of the scariest 
films ever made into a cornball industry no different than that pow- 
ered by the likes of Jason and Michael Myers. 

Now, if you'll excuse me. I’m going to pop The Blair Witch 
Project into the DVD player and try to forget I ever experienced 
this nightmarish trilogy. Kd’.'/ 


THE SOUTH WILL RISE 
AGAIN Ghostly Confederate sol- 
diers haunt the Burkittsville area 
and lend a spooky air to your 
quest in COFFIN RQCK. Sne 
question, though: Why can you 
shoot them? 
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There Is A Better Way! 


No more key reference cards, no more fumbling with hard 
to remember keystrokes. The best voice control since 1998 
just got better. Game Commander 2, with its lightning fast 
command response and more powerful control over your 
games "sets the standard for performance in voice command 
programs" (Computer Gaming Worid). 

You can even run Game Commander 2 along with popular 
voice chat programs such as Roger Wilco^", TeamSound^", 
and BattleCom’*" without requiring proprietary hardware. 

And it works as hard as it plays. Take command of Windows 
95, 98, Me and 2000 applications too. 


tnv Ga/rjoc. 





Order online at GameCommander.com 
or call 408-467-0457 
gcsales@gamecommander.com 

Sontage Interactive 

A division of Mtndmaker, Inc. 


Free Trial Download 

www.gamecommander.com 


★ ★ ★ ★ ★ 

"You need this program" 

Computer Gaming World 

"Utility of the Year" 

SimHQ.com 

★ ★ ★ ★ 

The Adrenaline Vault 

"Never fails to deliver" 

Dogfighter.com 

"Top pick" 

CombatSim.com 

"The real thing" 

Maximum3D.com 


CopynshC l<) 2001 Sonbigc I 


, a diiision oT MIndmater, Inc. 
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Consider me a “freedom'' fighter 


Resist This 



ANNE MCCAFFREY’S 

FREEDOM: FIRST 
RESISTANCE 


reviewed by Joe "Biter" Bailey 


F ar whoever is keeping score, consider one karmic debt repaid. 
Somewhere down the line, I did somebody wrong. It may have 
been an editor last week, or a concubine in another life, but i 
owed somebody big-time. Why else would I have had to endure the 
seemingly endless hours playing this game? Maybe if I can save any 
of you from suffering that same fate, I'll acquire enough good karma 
to get to review DUKE NUKEM FOREVER when it's finally released in 
my next life. 

Normally, I prefer to mention the positive things before pointing out 
a game’s weaknesses. That is a challenge with ANNE MCCAFFREY’S 
FREEDOM: FIRST RESISTANCE, but there were a few minor plusses; 
the way different motion capture was used for each character was 
a nice touch, the voice-acting for the main character Angel was 

usually good, the 

score was okay, 
and the game 
didn't cause any 
crashes. 

Actually, now 
that I think of it, a 
few more things 
could be consid- 
ered shrewd 

design moves. Eliminating all the annoying configuration choices 
could be considered positive. After all, who needs more than two 
graphics options and one screen resolution? One size fits all, doesn’t 
it? And, of course, making the mouse hypersensitive and leaving out 
any mouse-sensitivity control was sheer genius. Why would anyone in 
their right mind ever want to stop playing FFR when they know that to 
do so would require them to reset their mouse defaults? Not to 
mention the satisfaction of knowing that your monitor is working 
properly after hearing it reset resolutions no less than six times before 
the game starts. You just can’t put a price tag on peace of mind! 

Unfortunately, even a White House press secretary couldn't spin 
some of the game's negatives into positives. Of these, two of them 
absolutely ruin the game. The pacing is awful. It will leave you 
distracted, disinterested, and longing for bed. Note to developers: 
Wandering corridors looking for some elusive foozle doesn't make for 
memorable gaming. And path-finding A! that couldn’t fall from a plane 
and hit the ground makes all that wandering oh-so-much-more enjoy- 
able. When your compatriots aren't getting stuck in walls, they are 
getting killed by wandering into kill zones. 
Leaving them behind is not an option, as they 
are occasionally needed to perform tasks spe- 
cific to their talents. You know, really tough 
tasks like prying open a box, or climbing a 
two-foot high ledge. The game's visual design 
caters to vast, empty, cubist-inspired levels 
that somehow still manage to tank the frame- 
rate of a 733 MHz GeForce-based machine. 
And there are enough crates and corridors to 
make even veteran gamers retreat to a corner, 
assume the fetal position, and mutter repeat- 


CGW RATED 


Will probably 
create a few job 
openings at Red 
Storm. 


Just about 


euery- 


tbmg 


Bse 


ediy like Dustin Hoffman in Rain Man. 

Oh wait, that's four things. Actually, only mentioning four things 
was an oversight on my part, as I forgot about the anemic sound 
effects, TOMB RAIDER-like clipping, and voice-acting that is often 
more caricature than character. Oh, and as homage to level design 
101, there was actually a sewer level. Have they no shame? 

At least the plot is original. You play the part of a freedom fighter 
trying to liberate the Earth from an alien invasion. Along the way, 
there are keys to find, doors to open, and dialog trees to explore. 
You’ve never seen anything like iti No, really! (If you notice a certain 
odor right now, don’t blame the dog; what you smell is sarcasm.) 

Playing this game is like getting a cavity filled. It's relatively pain- 
less, but you will find yourself squirming in your chair wishing it 
would end. T hen ag ain, 50 dollars is a small price to pay for erasing 
karmic debt. 


Requirements; pBrtium-ll 300 MHz wllli 30 accBleratian, 96MB RAM, Win On, 4x CD-ROM, 475 MB hart drive space, DirectX 7,x-conipallble sound, DirectX 7 or higher. 
Recomm.Dnded Requiremanta: Pendum III , 18 -f mb VRAM 3D accelerator, SBUve!, 10B fiard drive space, Win 9S. 

3D Support: DirectX 7x-coinpa1lblB 3D acceleretor. Multiplayer Support: None 


Pubtisliar: UbiSoft • Developer: Red Storm Entertainment • SSO • www,redstorTn.com 
ESRB Bating: Teen (13 -f); animated violence. 


COMPUTin CAMINS WDRID • cgH.gameipol.com 







P.O. BOX 234 DEPT 11371 
2520 VT. RTE. ICON ROCHESTER, VT 05767 
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CALL TO ORDER NOW 
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FREE GAME OFFER! 




What’s Hot 

Diablo II Expnsn 

$29,95 

Space Empires IV $42.95 
Nascar Racing IV S42.95 

The Sims 

$39.95 

Evrqst Scars Vis 

$17.95 

C&C Red Alert 2 

$39.95 

New Releases 

Evil Dead H lo K 

$39.95 

Startopia 

$38.95 

Black & White 

$44.95 

Oni 

$38.95 

Heart of Winter 

$28,95 

Anachronox 

$38.95 

Coming Soon 

Destroyer Cmmnd $39.96 

Silent Hunter II 

$39.95 

Pool of Radiance 

$39.95 

Hddn & Dngrs 2 

$38.95 

Max Payne 

$44.95 

Mafia 

$38.95 

Bargains 

Fighting Steel 

$19,95 

Blizzard Lgnd Pk 

$28,95 

[ Grt NvI Bttls 3 & 4 $9.95 

Heavy Gear II 

$9.95 

Flying Corps Gold $9.95 

Warzone 2100 

$9.95 

Future Releases 

Halo 

$44.95 

Neverwinter Night $48.95 

Shadowbane 

$39.95 

Empire Earth 

$44.95 

WarCrafl III 

$42.95 

^ DSN Dominion WrS44.95 


Spend the speclllad amDuni oK any In-stock software and choost one Irea IBM pMo $60 « Get • Warzone 2100. Global Domination, 
game liem the eorrespondlng lial, Requesl must be made at time ol wder. Otter j qj,. ceiontzallon, Tekwat, or Odium 

goad on in'Stock software only, while supplies last. Limit 2 per customer. Valid 
through April 13, 2001. '' 




SPEND $200 S Get • Descent 3, Prince Persia 3D. o 


iln' Demons Over Europe 


Visa MC & Discover accepted. Checks held 4 weeks. Money Orders under S200 same as cash. COD S8. Price, release, availability, shipping limes & offer not guar- 
anteed & are subject to change at any time. Hardware may require added S&H. Wilhm 10 days defectives 

manufacturer's warranty applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The per order- charge is charged once per order 
placed, the ‘per item' charge is charged once lor each item ordered and the -per ship- eximss iffiKna 

menf charge is charged once lor each shipment we make to you, For each US order HiiPM iiOw Ito itto Uigto 

S 10 . 00 willbeallocatedloal 2 issuesubscriptiontoComputerGamesMaga 2 ine.Call a!® a® gW 
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KINGDOM UNDER FIRE 


E verybody knows that Korea is 
STARCRAFT'crazed, so it’s not a 
big leap of faith to assume that 
homegrown Korean game developers 
would look to the American develop* 
er of that game for inspiration. And 
since imitation is the sinceresi form of flat- 
tery, and the old maxim “give ‘em what they 
want” must have a Korean translation, the 
idea of doing a game that combines two of 
. Blizzard’s most 

^ well known 

games - 

DIABLO and WARCRAFT - must have seemed like a slam-dunk idea. In Korea. On this 
side of the ocean, KINGDOM UNDER FIRE is nothing more than two amateurish clones of 
two of the most cloned games ever, seemingly built with the STARCRAFT tile set. This 
game would never have seen the light of day if an American developer had submitted this 
game to any publisher but G.O.D. 

On one hand, KINGDOM UNDER FIRE is a traditional fantasy-themed RTS along the 
tines of WARCRAFT or WARLORDS: BATTLECRY. You'd think that anyone who’d played 
one of those traditional RTSs would be able to jump right into KUR But unfortunately, the 
game suffers from such incredibly bad Al and pathfinding problems that at limes it 
becomes ridiculously frustrating, For example, the guard function is almost completely 
useless because the selected escorts will form an immovable barrier around the guarded 
unit, often trapping it in corners or against walls. If you tell a unit to move to a spot any- 
where off-screen, it’ll assuredly get caught on al least one rock or tree along the way. It is 
cool how your units acquire experience, but that’s mostly wasted on missions that can be 
won only by rushing. 

The game switches gears to move into RPG mode, which has a lot more in common 
with DiABLO’s hack-n’-slash style than a traditional BALOUR'S GATE-type of gameplay, 
not that that’s a bad thing. But the world has enough DIABLO clones, and there’s nothing 
unique enough about KUF to make it stand out. 

My advice to Korean developer Phantagram is this: Next time, don't bite off more than 
you can chew. And don’t rehash something we’ve seen a million times before, just 
because the original game was great (actually, that goes out to all game designers). We 
love DIABLO and WARCRAFT as much as anyone, but we don’t like cheap imitations that 
bring nothing new to the table. -Tom Price 

Genre: Slralegy/RPG • Publisher: Gathering of Bevelopers • Developer: Phantagram 

S40 ♦ www.kingdQmunderfire.com » ESRB Rating: Teen: animated blood and violence, 




NO ESCAPE 


Genre: Action • Publisher: FunCom * Developer: 

I FunCom* S30 • www.funcom.com ♦ ESRB 
I Rating: Teen: animated violence, ccmic mischief. 


P onder the irony that a company 
from Norway - a region that 
birthed the violent, fascinating 
Viking culture - pumps out a tame, 
light'hearted little shooter. 

No Escape attempts to offer arena-style 
fragfests, but sans blood. Contestants are 
i . merely 

^ ^ “knocked out,” 

even by ludicrously powerful weapons like plas- 
ma cannons or rocket launchers. The televised 
deathmatch premise could have been social 
commentary, but the presentation keeps it in 
“just-plain-goofy" territory. The winner isn’t the 
person with the most frags, but the one who 
gathers the most money in an arena after a set 
lime limit (via taking cash scattered about, or 
knocking people out and snatching theirs). 

The level design is mostly a variation on the 
“two elevations around a central pit” theme, the 
third-person camera combines with the wonky- 
controls for some aiming issues, and the sound 
is pedestrian. It all just ends up soliciting a 
reaction of “eh.” If you really desire a kid-friendly 
action game, buy an N64. FunCom should stick 
to making adventure games. 

-Thierry Nguyen 


INSANE 


i ’ll admit it. At first glance, INSANE didn’t look like 
much to me. I assumed it was just another budget arcade 
racer built on an obsolete graphics engine being foisted on 
the naive WalMart gaming crowd. But once I got into the game, I 
realized a few things. First, INSANE is a lot more fun than I 
expected, thanks in part to a host of gameplay options that go 
beyond the typical race-around-the-track variety. INSANE sports 
such four-wheel frolic as Capture The Flag, Return The Flag, 
Demolition Derby, Pathfinder (where you may clear all the check- 
points in any order you want), and many more, along with the 
standard lap racing. 

But the varying gameplay isn’t all that makes INSANE unique. 

1 NSANE’s graphics engine (with the exception of some pedestri- 
an particle effects) is stunning, rendering beautiful large-scale 

environments at different times of the 
day, and highly detailed vehicles. And 
the physics engine is one of the best 
we’ve seen in years, with cars flipping over and rolling, shocks 
bouncing independently and even breaking, and driver models 
that are programmed to show real-life movements via inverse- 
kinetics. For an arcade racer, it looks pretty damn real. 

Despite the fact that there are no official car-maker licenses, 

1 NSANE includes over 20 vehicles ranging from baja bugs to 


tricked-oul pickups to 
behemoth eight- 
wheeled army trucks. 

The big truck racing 
class may be the best 
one in the game. Who 
knew that off-road 
racing in huge diesel 
beasts would be so 
much fun? 

Each vehicle offers 
multiple paint jobs and customizable suspensions that you can 
enjoy from a variety of camera angles. You can also use the cam- 
era to look around, which makes for a pretty cool effect when you 
look across your cab to your rival driving next to you. 

AH told, INSANE has a lot to offer: eye candy, adrenaline-pump- 
ing excitement, and lots and lots of replay value. If you’re looking 
for the best 4x4 game out there right now, avoid the SUV com- 
mercial known as 4X4 EVO, and go with INSANE. You'd be crazy 
not to. -Tom Price 


Genre: Racing • Publisher: Ceileinasters • Developer: Invictus 
$30 » www.codemastersusa.cDni ♦ ESRB Rating: Everyone 
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CALL TO ORDER 


P.O. BOX 234 DEPT 11371 
2520 VT. RTE, 100N ROCHESTER, VT 05767 
INT’L 802.767.3033 FAX 802.767.3382 
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specilled amount on any In-alock sottware and choose one tree IBM 
n the coirespondlnt list. Request must be made at time o1 order. Otter 
vslock software only, while supplies Iasi. Limit 2 per customer. Valid 


SPEND $60 S Get • Wenone 2100. Global Domlnalion, or Command & Conquer 
SPEND $100 & Gel ■ Colonlzallon. Tekwar. or Odium 

SPEND $200 & Get • DeseenI 3, Ptonce Persia 30. or Screamin' Demons Over Europe 


Visa MC & Discover accented. Checks held 4 weeks. Money Orders under S20Q same as cash. COD S8. Price, release, availabdity, shipping times * ’’o' 9“®'; 

anteed & are subiect to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our A"®'' 

manufacturer's warranty applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The per order charge is charged once per order 
placed, the -per item- charge is charged once for each item ordered and the -per ship- e«p«« E'P"” 
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for details. Pcifism sfso $ih $t.50 saso iaiso ».6o 
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FREE GAME OFFER! 


Hot PC 


Airfix Dogfighter 

$29.95 

B17 Flyng Fortrss 2 S44.95 

Pool of Radiance 

$39.95 

Kngdm Under Fire 

$38.95 

JA2 Unfinished Biz 

$18.95 

Sea Dogs 

$38.95 

Hot PSX 

2 

Tekken Tag Trnmt 

$48.95 

Snwbrd Super X 

$49.95 

Madden 2001 

$49.95 

□OA 2 Hardcore 

$48.95 

NBA Live 2001 

$48.95 

NHL Hockey 2001 

$49.95 

Hot PSX 

Final Fantasy IX 

$44.95 

WWF Smckdwn 2 

$39.95 

Tony Hawk 2 

$39.95 

Breath of Fire IV 

$44.95 

Driver 2 

$42.95 

Persona 2 

$44.95 

Hot N64 

Paper Mario 

$49.95 

WWF No Mercy 

$58.95 

Banjo-Tooie 

$49.95 

Legend Zelda MM 

S59.95 

Ogre Battle 64 

$56.95 

Perfect Dark 

$52.95 

Hot Gameboy 

Pokemon Gold 

$29.95 

Pokemon Silver 

$29.95 

Lny Tunes Racing 

$28.95 

Drgn Warrior 1&2 

$28.95 

Super Mario Dlx 

$28.95 

Pkmn Pzzle Ching 

$28.95 

Hot Dreamcast 

Shenmue 

$49.95 

Evil Dead Hall King $44.95 

NFL 2K1 

$49.95 

NBA2K1 

$49.95 

Grandia 2 

$48.95 

Metropolis St Racer S39.95 

Coming Soon 

Trple Play 2002 P2 $49.95 

Gran Trismo 3 P2 

$48.95 

Time Crisis 2 PS 

$46.95 

f Half-Life DC 

$46.95 

^ Pkmn Stadm 2 N64 $59.95 
Aidyn Chmdes N64 $59.95 







REVIEW 


AIRLINE TYGODN 


W hat to make of AIRLINE 
TYCOON? To paraphrase 
a television ad: “Hey, you 
got a business sim in my arcade game! 

Hey, you got an arcade game in my 
business sim!" 

The European roots of AIRLINE 
TYCOON are clear from the get-go: 

Every character has a British accent, 
and there’s a je ne sais quois continen- 
tal flavor to the game. You select one of four airlines to run, choose an inter- 
national airport as your home base, take your 
★ ★ ★ y place at the airport manager's fable for a daily 

briefing, and off you go to run your airline. 

You choose from a free-play option or from a variety of "missions,” scenarios 
with different winning conditions ranging from being the first to move a 
certain number of passengers, to being the first to offer space travel. All 
scenarios take place in the middle of a quirky airport, with your on-screen 
persona literally running back and forth between a newsstand, travel agency, 
duty-free shop, bar, air museum, bank, air broker, kerosene dealer, and more. 
Each has a necessary function in order to build your successful airline. 

Making money involves acquiring orders (profitable assignments to trans- 
port people or cargo) and scheduling flights to fulfill those orders. Getting the 
orders at the expense of your competitors forms the core of the game. The 
complications involve sabotage, deal making and breaking, investing your 
money in various assets and options, making sure your planes are serviced 
well enough to keep from from falling out of the sky, and other sundry tasks. 
Therein lies the rub. While Monte Cristo makes no bones about AIRLINE 
TYCOON being a "lite" sim, success requires digging surprisingly deep into a 
game that is more complex than its whimsical surface would indicate. It's kind 
of like biting into a bonbon and hitting a lump of steak - two great tastes, but 
you’re not sure they mesh. Does the complexity add depth to an otherwise 
fanciful game, or do the graphics and humor lighten up an otherwise complex 
sim? Either way, AIRLINE TYCOON is a uniquely pleasant diversion if you're in 
the mood for a not-so-serious business simulation. 

-Jelf Lackey 

Genre: strategy • Publisher: Monte Crista • Developer: Spellbound Software 
S20 » www.n 10 ntecristogame 5 .com * ESRB Rating: Everyone 


DINO CRISIS 


D INO crisis for the PC is a 
great beginning for survival* 
horror newbies, but not much 
that’s new for fans of the PlayStation 
version. The enhanced graphics are subtle, 
and real-time graphics are sharper than the 
PS-1 version. Capcom has allowed you 
access to the Operation Wipeout level and 
outfit changes right from the start. The storyline is the same, and is just 
as intriguing. 

You are Regina, special task force member and weapons specialist. As key- 
boards go, the control is adequate, though (no surprise) better if you have a 
gamepad - the control legacy is especially apparent in having to use arrow 
keys to select letters from an onscreen keyboard. You will wind through the 
hallways and rooms of a secret research compound solving puzzles, killing 
packs of surprisingly clever dinosaurs, or just 
running away from them outright. 

My biggest gripe is the ugliness of the text, 
which just seemed too pixelated for reading eight inches away from (he 
screen. As a game in the survival-horror genre, DINO CRISIS has exciting 
gameplay and story, and is well worth the price if you haven’t played it 
already. Veterans move elsewhere. -Wen Laws 


Genre: Aclion/adventure • Publisher: Capcom • Developer: Capcom • $19 • 
vmw.capcom.com » ESRB Rating: Mature: animated blood, gore, and violence. 






Genre: Wargame • Publisher: Shrapnel Games • Developer: 
Boku Strategy Games • S40 • www.shrapnelgames.com • 
ESRB Rating: Not rated. 



J udging by this game’s looks, it wouldn't seem 
out of place at a 1975 boardgame convention. 

Appearances aren’t always deceiving. While the game 
isn't a port of any specific board wargame, it’s obvious from 
first glance that this is essentially a boardgame in concept 
that uses the computer for its presentation. 

However, the way in which the game puts you in control 
* * i and makes vital information 

^ ^ ' easy to reach makes it one of 

the most successful attempts to use the computer to man- 
age the tedious parts of a wargame, while leaving those 
parts as a fundamental element of design. The interface 
allows you to quickly display everything from command level 
to disruption, and play flows incredibly smoothly. 

The game simulates company-level WWII combat, with 
hexes depicting a half- 
mile of terrain, and turns 
representing two to six 
hours (depending on 
day or night). The 
graphics are austerely 
functional, and the 
sound is less so. There 
are 20 scenarios, rang- 
ing from a hypothetical 
Operation Seaiion to 
the Battle of the Bulge; they generally concentrate on the 
Mediterranean theater. There is also a scenario editor for 
custom design. Grognards will be happy to find all of the 
game’s charts and tables included in the printed manual. 

COMBAT COMMAND 2 is great for wargamers looking for 
a compact game that's easily playable by mail or in a couple 
of solo sittings. It’s not pretty, but within the context of the 
genre, it’s very satisfying. -Bruce Geryk 


HIRE TRACK RAGING: SPRINT CARS 


I Genre: Racing • Publisher: WizardWorks • Developer: Ratbag 
I • $20 • www.wizworks.coni • ESRB Rating: Everyone [ 

T here isn’t much call for sequels to $20 
games. Of course, there are exceptions. Like 
Ratbag’s DIRT TRACK RACING: SPRINT CARS, a 
cheapo follow-up to cheapo predecessor DIRT TRACK 
RACING, one of the best wheel and pedal releases of 2000. 
^ ^ ^ The sequel picks up where the 

first game left off, and is more 
of an expansion pack than a stand-alone effort. You still run 
around in circles on dirt tracks, but now you do it on 20 new 
tracks behind the wheels of (surprise!) sprint cars. These 
monstrosities - which look a lot like dune buggies that have 
swallowed hang gliders - are bigger and more powerful 
than the hunks last time. This makes it more difficult to 
maneuver your ride around the oval tracks, and changes the 
playing field nicely for veterans of the original game. 

As the saying goes, expect a good time, not a long time, 
from DTR: SPRINT CARS. Although the gameplay is fast and 
frenetic, all you do here is drive in circles. Fun or not, the 
repetition will wear on anybody in short order. Even the 
intriguing career mode - where you can enter racing circuits 
in the Pennzoil World of Outlaws Series and customize your 
car with all sorts of performance upgrades - drags when 
you discover that spending the money you won at the track 
is more enjoyable than winning it. Still, unless you demand 
1957-like buying power from your entertainment dollar, you’ll 
get more than $20 worth of amusement out of this game. 
-Brett Todd 
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It turns great games into unforgettable experiences 
It turns good games into great games 


Bad games still suck, 

but it makes them suck at 1 30 frames per second 

FALCON NORTHWEST GAMING PCS 
Framerate is life. " 
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IN SEARCH OF THE ULTIMATE 
GAMING RIG • REVIEWS • NEWS 



Keep Your Friggin’ Gameboy! 

COULD MameCE BE 
WindOWSCE’S KILLER APPP 

BY WILLIAM O’NEAL 


CDMPUIEH GAMINS WOAIO • cgw.gam 


Tliey'll think you’iE working, while you're running arcade games in MameCE 
Casio’s Cassiopeia EM-500 ($500). 


C reated in 1996 by Nicola 
Salmoria, Marne (Multiple Arcade 
Machine Emulator) is an arcade 
emulator that allows you to play classic 
stand-up arcade games like PAC-Man, 
DONKEY KONG, and SPACE INVADERS, tO 
name a few, on a personal computer. Just 
install the basic application and download 
the ROMs of your favorite classic games, 
and — in theory— you're ready to play. 

We say "in theory" because while over 
2500 ROMs (comprising over 1400 individ- 
ual games) are available, getting them 
to work with your particular Marne instal- 
lation is often no easy task. But since 
CGW readers are so smart, we’ll leave 
the fiddlin’ up to you. 

Marne’s latest iteration, MameCE, 
works on Compaq’s iPAQ, the 
Cassiopeia, and HP’s Jornada. MameCE is 
basically just a port of the Windows version made to 
run on PocketPCs. While it'd be foolish of you to 
expect games like MORTAL KOMBAT to work on a CE 
device, it’s pretty easy to while away the hours play- 
ing DONKEY KONG. Visit www.mameworld.net/ 
mameceS/ to find out more. 
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Change Is 
Good...Right?! 

C’mon, Cletus, 
there’s a new deputy 
in town' 


■ Being expected to fill former 
hardware editor Dave 
Salvator’s big-ass shoes is in 
many ways a double-edged 
sword. Having known Dave and 
the CGW gang for years— and 
having cut my technical editor 
teeth under Dave’s tutelage— I 
thought I had a pretty good 
idea what was expected of me. 
That all changed on day one, 
when I showed up and was 
told that I have free reign to 
change the hardware section 
as I see fit 

Whoa. It’s one thing to come 
in and keep doing what your 
predecessor has successfully 
done for four years. It’s another 
thing entirety to come in and 
start changing stuff. But if one 
thing’s certain, it’s that in CGW, 
Dave created a hardware sec- 
tion that is highly respected. 

So my charge is twofold: to 
maintain the standards that 
Dave and Loyd Case have set, 
while giving the hardware sec- 
tion my own voice. Changes? 
Sure, there'll be some. I intend 
to open the hardware section 
up to include more than just 
graphics cards and joysticks, 


Look at My Thingy 


Gadget gawking at CES with Bill and the boyz 


E very January, techie types descend 
Las Vegas to attend the 
Consumer Electronics Show 
(CES). While gaming hasn’t typically been the 
show’s primary focus, the introduction of 
Microsoft's Xbox was literally and figuratively 
at center stage. 

Bill-ionaire Gates walked a packed auditori- 
um through his vision of the house of the 
future. The only reason that anyone sat 
through this rehashed lecture on the digitally 
connected home was to see the device 
enshrouded at center stage. After about an 
hour or so, Gates got to the point and dramati- 
cally removed the veO, giving the world a 
glimpse of the device that he hopes will help 
him take over our living rooms— now that he 
owns our offices: Xbox. 

Gates and his team of developers showed off 
a few of the titles that are currently in devel- 
opment for the Xbox. including ODDWORLD: 

MUNCH’S ODYSSEY. MALICE, and TONY 
HAWK’S PRO SKATER 2. The crowd favorites 
were definitely MUNCH'S ODYSSEY, a follow up 
to ABE’S ODYSSEY, and MALICE, an awesome- 
looking game where you play a character 
named Alice that’s hell with a mallet. 

But if there’s one thing that CES 2001 will be remembered for, it's not some digitally con- 
nected home of the future. Sure, companies love to talk about stuff like that, but if there's 
anything that the high-tech world learned from last March's market "correction," it's that 
cool ideas don't pay the rent. 

So what is every electronics company doing to make money? Making MP3 players. You 
think we're kidding but we're not. We're talking about every kind of MP3 player you could 
— and in some cases would not want to — imagine. Ever wanted a combination digital cam- 
era/MP3 player? Fujifilm thinks so. There 
were more combination watch/MP3 players 
than we care to count. Samsung even has a 
combination cell phone/MP3 player that for 
some reason we think actuaUy maltes sense. 

It seems that manufacturers have come to 
the conclusion that we're all tired of carrying 
around multiple devices: PDAs, cell phones, 
MP3 players, and watches. And if this year's 
CES is any sign of things to come, someday 
we’ll all carry just one device that does every- 
thing you could ever possibly want it to do. 
— WiUiam OWeaj 


>>> Industry Bytes 


WEARABLE PC Hitachi and Xybernaut CoiTi. are 
developing a wearable computer that they hope to 
market later this year. The PC consists of a palm-size 
computer and an eyeglass-shaped display. Users put 
the coniputer in their pocket, view content on the dis- 
play. and control a ‘mouse" wth their hand. It will also 
recognize voice commands. Estimated price: $1,700. 


DREAMCAST CANNED Sega will 
cease production of new Dreamcast 
consoles this year once their stockpile 
of parts Is depleted. The console company 
has changed its stategy to focus on making 
PlayStation 2 and Game Boy Advance games, 
and most observers expect them to make ^ 
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>>> Industry Bytes 


IT’S 

ABOUT 

TIME! 

Finally, game-worthy 
performance on a laptop 

G amers have been waiting for years 
for a graphics chip manufactiuer to 
get with the program and give us lap- 
top users something that we can actually 
game with. Sure, ATI and S3 have both produced 
mobile chips that boasted decent QUAKE III 
frame-rates and performance. The thing is, we 
don't want decent; we want excellent. 

Enter graphics juggernaut nVidia. Their vaunt- 
ed GeForce line of graphics processors may have 
singularly heralded the doom of one-time leader 
3dfx. Furthermore, as hardware prices continue to 
plummet (years ago, a true desktop replacement 
would have set you back a good five Gs), it’s now 
possible to get a sweet laptop for under S2000- 
The thing is. though, if you wanted to play games 
other than MINESWEEPER, you were outta luck. 
And that’s where nVidia— with their much antici- 
pated GeForce2 Go chipset— comes in. 

We recently got our hands on one of the 
first laptops to ship with this chipset, the Toshiba 
Satellite 2805. On the surface, this laptop sports 
your standard high-end setup; Pentium-Ill 
850MHz CPU. 128MB RAM, 20GB hard drive, 
DVD-ROM drive, and a 15” LCD. It's nVidia's 
16MB GeForce2 Go chipset that sets this baby 
ajjart from the barbarian horde of other portable 
systems. 

Preliminary tests yielded QUAKE III frame-rates 
upwards of 69fps at 800x600, and 44fps at 
1024x768! Come back next month as we pit the 
Toshiba Satellite against Dell’s GeForce2 Go- 
powered Inspiron in a no-holds-barred battle for 
gaming laptop supremacy. — WjfJi'am O'Neal 



an Xbox announcement as well. 
Microsoft denies rumors that Xbox 
will support Dreanicast games. Sega 
will continue to make Dreamcast 
games and they stress that there 
are 100+ titles in development. They 
also have plans to leverage their 
Dreamcast technology into set-top 


boxes, PCs, and cellular phones, so 
you may be able to play Dreamcast 
games on your PC In the future. 


WAITING FOR WHISTLER Keep an 
eye out for Whistler, Microsoft's 
follow-up to Windows 2000. Now 


entering into its second beta stage, 
the Internet Is awash with rumors 


that the look and feel of the OS’s 

PC SALES SIMMER PC manufacturers shipped 134.8 million units in 2000, 14.5 percent 
more than in 1999. The rate of growth was well below the 23.3 percent increase the PC 
industry logged in 1999, according to tech research firm Gartner Oataquest. So that's why 
people think the PC is dead? Give us a break! 
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Winning Gamepa 

P1500 RUMBIE PAD 

■ Could Saitek’s P1500 Rumble Pad be the last gamepad that I 
you ever buy? We can't answer that question, but we can say 
that this baby has it all: USB and Gameport connections; 15 
buttons, triggers, and switches; an analog joystick; an 8-way 
D Pad; force-feedback; and an analog-to-digital mode. The 
included software makes the Rumble Pad easy to 
configure, including a handy auto-configure com- 
ponent for the game being played. Once installed, 
the software scans your hard drive, cataloging your 

games, then updates them with a profile — either with the included CD or via the 
Internet. It’s also fully programmable with Saitek's Gaming Extensions (SGE), 






Pretty darn cool. 

When it comes to ergonomics, the Rumble Pad’s compact and sturdy design fits most 
hands, and its layout offers easy access to the multitude of buttons, triggers, switches, and 
joystick needed for those fast twitch responses. Saitek’s proprietary Rumble force-feed- 
back motors, self-powered and located in each handle, are a blast and the technology is 
impressive. In games like MOTOCROSS MADNESS 2 and STAR WARS POD RACER, the pad’s 
precision and design actually enhance your racing performance. For the measly price of 
$29, this pad— with its quality, performance, programmable buttons, and software fea- 


tures— simply put, can't be beat. — Raphael Liberatore 


SaHeK Indualiies | $29 1 www.saitel(.com 




THRUSTMASTER FIRESTORM 
DUAL POWER GAMEPAD 

■ Every now and then, you get your hands on a prod- 
uct that’s so close to perfect that you’re just dying to 
give it five stars. And that’s the case with 
Thrustmaster’s FireStorm Dual Power Gamepad. 

Sporting everything you'd want in a gamepad: a USB 
connection, an 8-way D-pad, two analog controllers, 
mouse and keyboard emulation, 13 pro- 
grammable buttons, and rumble technolo- 
gy that boasts Immersion's industry-lead- 
ing TouchSense technology, the Firestorm 
is damn near to perfect. 

Simply put, the FireStorm feels really good. 

It's a relatively big gamepad, but it felt nice in my hands. (Don't worry, while I share a last 
name with Shaq, that's where the similarities end.) Its rubberized coating and dual motors 
(which provide the force-feedback) give the FireStorm a solid, weighty feel that many other 
gamepads lack. And the 13 programmable buttons mean that you’re sure to have some left- 
over when you're done programming this thing. 

Ironically, it’s that abundance of buttons that is the Firestorm’s sole weakness. While the 
gamepad was flawless in EA Sports' SUPERBIKE 2001, where you only really use the D-pad 
and two buttons for accelerating and braking, in FIFA 2001, the pad's profusion of buttons 
actually got in the way. Few things mar a gaming experience like being one-on-one with 
Brazil’s goalie, only to accidentally change the camera angle. Chances like that aren’t a 
dime a dozen. — WiUiam O'Neal 


Thrustmaster | $40 | www.thnistmasterxom 
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as you can see on these 
pages. That being said, 
however, we'll continue 
to give you the basics 
that you've been coming 
back for. 

TECHMHIICS 

Up the PCI Creek 

I recently purchased a 
700MHz Pentium III with 
128MB RAM and “integrated 
3D .^GP graphics.” I know that 
this is not the ideal setup for 
games, but price was a priority, 
and we use the Pemiuin mostly 
for word processing. I have a 
Voodoo2 1 000 PCI board, and it 
works okay. I would like to 
upgrade m\' Voodoo2 board. Am 
I restricted to PCI gntphics 
cards? I am not a computer 
expert, but I don’t see an AGP 
slot on my motherboard. If I 
have to stick to PCI graphics 
cards, wliich one should I get.- 
Should I just keep the one 
I have? 

If your machine shipped 
with "Integrated 3D AGP 
graphics,” then there's a 
100 percent chance that it 
doesn't have an AGP slot. In 
other words, you’re f*”". As 
far as which card you should 
buy - and you should buy a 
new one - check out the ATI 
Radeon SDR 32MB. It’s not 
the fastest card around, but 
you can pick one up for 
around $150. It's also one of 
the few “decent” cards that 
boasts a PCI option. 

Using Two Gamepads — 
Not as Hard as It 
Appears 

1 have a Sound Blaster 16 in an 
ISA slot and a Monster Sound 
MX200 in a PCI slot. I want to 
u.se the game ports on these 
cards to hook up t\\'o gamepads, 
but when I have them installed at 


continued on pase ill 


desktop has undergone some 
“significant changes." 

POWERVR: NOT DEAD YET 

Imagination Technologies and ARM 
recently signed an agreement 
whereby PowerVR graphics chips 
will be developed alongside 


ARM microprocessor cores. 

In light of Sega’s Dreamcast 
debacle, this move could breathe 
some much needed life into 
PowerVR. 

MOBILE DURON AMD recently 
announced the availability of its 


Mobile AMO Duron chipset. NEC 
Is expected to be the first manu- 
facturer to ship laptops using the 
chipset. According to AMD's 
press release, NEC's LaVie U 
series of notebooks will boast the 
700MHz Mobile AMD Duron 
processor. 


RADEON RIDES HIGH Riding 
the popularity of its Radeon 
graphics processors, chip 
manufacturer ATI announced 
a return to profitability in 
January. 

Maybe the 3D graphics wars 
aren't over. ^ 
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Killer Rigs 


1 BUILDING THE ULTIMATE GAMING MACHINE ■ 

■ Power Rig 

1 tomponent Manulaciuier Piii;e ifie SLinny 1 

Case 

Antec SX-830 

$213 

300 waits, B bays, olenlv of coDfun 

Molherhoard 

ASUS A7V 

$140 

Via KT-133, AGP 4X, Solid mobo 

CPU 

AMD Athlon l,2GHz 

$530 

Hail to the kina, baby 

Memory 

3a4M8 of PC13a SDRAM 

$300 

Quantity has a Quality all its own 

Graphics 

Hercules Proohel II Ultra 64MB 

$500 

Can you say glaaoixel? 

Disk Conlroller 

Adaotec 29160 Ultra 160 SCSI 

$190 

Sliqhtly faster, but also PCI 64 support 

3.5" Floppy Drive 

Teac 

$20 

You still have to have one 

Hard Drive 

Quantum Atlas 10k - II (Ultra SCSI1 

$850 

Now at 36GB 

Backin 

Creative DVD-RAM drive 

$270 

5,2 QiQs of backup 

CD-ROM/DVD 

Pioneer 6x SCSI DVD-3G4S 

$170 

New Pioneer slot-drive DVD 

Monitor 

KDSAV-21TF 21” 

$700 

Trinitron tube, perfectly Hat. beautiful nninr 

Audio 

Sound Blaster live! Platinum 5.1 

$99 

Your sonic worid in 5,1, four- or two-channel 

Speakers 

Cambridge SoundWorks 




Desktop Theater 5.1 DTT3500 Oinilal 

$300 

Loud, clean, and packed with features 

Networkina 

3COM Ethertink 10/1Q0 PCI 

$40 

Reach out and fraa someone 

Relworkina Hub 

NeloearDSlOB 

$95 

Multiolaver & DSL modem support 

Keyboard 

Microsoft Natural Keyboard Pro 

$59 


Mouse 

Microsoft IntelliMouse Explorer 

$60 

No balls, no cmd- no shill 

USB Hub 

Lofiitech WinriMan 7-oort USB Hub 

$70 

1 

1 

i 

J 

Flinhl Joystick 

CH F16 Combatslick USB 

$65 

Onboard throttle. It iust feels riuht, 

Rudder Pedals 

CH Pro Pedals USB 

$100 

Nearly perfect foot placement 

Game Pad 

Microsoft Sidewinder GamePad Pro 

$35 

‘Cause you gotta play sports games, too 


Total $4.80B 


■ Lean Machine 


■ 


Case 

Antec Gemstone Case 

S1Q0 

III blank, ol course 

MolherboartI 

ASUS A7V 

$140 

Solid, stable. Socket A Athlon motherboard 

CPU 

Athlon 900 w/coolino fan 

$265 

Supersonic Thunderbird 

Memory 

128MB PC133 SDRAM 

$100 

126MB. squeezed in 

Disk Controller 

Built-in UOMA/33 

$0 

It's in there 

Graphics 

Guillemot Prophet II 32MB ODR 
w/ nVidia's screaminn GeForce 2 GTS 

$290 

3dfx, thanks for the memories 

3.5" Floppy Drive 

Teac 

$20 

Still qotta have it 

Hard Drive 

Maxtor Oiamondmax 6600 Plus 20.4G8 drive 

$135 

Plenty fast and cheap 

CO-ROM/DVD 

Pioneer OVD-105S 

$120 

Slot-drive DVD 

Monitor 

0qliqueslQ95 

$300 

Solid 19" monitor at a budqel price 

Audio 

Sound Blaster Value 

$45 

R-I.P. Aureal 

Speakers 

Boston Acoustics BA-G35 

$60 

Good hlnhs for bottom dollar 

Modem 

Actiontec PCI CaliWaitina Mndem 

$70 

Solid oerformance. good pn'ce 

Keyboard 

Microsoft Internet Keyboard 

$20 

Cheap, nice add-on buttons 

Mouse 

Looilech USB Wheel Mouse 

$25 

Better than the "aamina'' mouse 

Joystick 

Loqltech WinqMan Extreme Oinilal 

$30 

Solid 30 lovstick with USB 

Game Pad 

GamePad Pr. 

$35 

Hew many ways can you say "TONY HAWK 2?” 

1 Total $1.7641 

The Fine Pnnt: All recommendations based on actual evaluations and testing. Prices listed are average low quotes from Web price 
search engines like Wiyw,computer5hopper.com or www,oricewatch,com. Lists compiled by Dave Salvator am) William O'Neal. 



Creative Video Blaster MovieMaker 

i-Spielberg 

■ If you’ve ever seen an iMac commer- 
cial, you’d think personal computers 
were made for two things; thinking "dif- 
ferent,” and making and editing home 
movies. While the former can be simple— 
and free — the latter actually requires that 
you buy some hardware. 

Until recently, that hardware would’ve 
been a PCI TV-tuner card. Now, howev- 
er, you don't have to go mucking around 
inside your computer to get video. You 
simply plug the Video Blaster 
MovieMaker into your machine’s USB 
port and you’re good to go. The only 
hitch: Its simplicity doesn’t come with- 
out a cost. 

Getting the MovieMaker running went 
smoothly enough: I installed the soft- 
ware, including Ulead VideoStudio 4.0, 
plugged in the USB cable, and my sys- 
tem recognized it instantly. Bravo! I then 
connected my VCR to the MovieMaker 
to cull some of the best scenes from the 
BMX video “Expendable 2.” And this is 
where the MovieMaker's simplicity 
began to detract from the overall experi- 
ence. While PCI-based video capture 
devices require that you actually open 
up your computer's case to install them, 
the throughput on those devices is as 
fast as your motherboard's PCI bus. In 
other words, you hit play on your VCR 
or camcorder, and the video appears 
almost instantaneously on your screen. 
The Video Blaster MovieMaker, howev- 
er, being limited by the throughput of 
your USB port, can't boast this kind of 
performance. Hit play on your VCR or 
camcorder connected via the 
MovieMaker, and there’s a noticeable 
delay between hitting play and the 
video appearing on your computer 
screen. Also, the Video Blaster 
MovieMaker doesn’t ship with TV-tuner 
capabilities, so there’s no pulling good 
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videos off of ESPN. 

In the Video Blaster MovieMaker's defense, wliile the 
video that appears on the screen during recording is as 
choppy as the Flemish Cap, the final video is smooth. 
What this means, however, is that you'll have to spend 
some time editing the final MPEGs more than you 
would have to if you were using other— faster— video 
capture devices. 

As an entry-level video-editing tool, the MovieMaker 
is a decent option. It’s more expensive than, say, an 
ATI TV-Wonder — which comes in at under $100— but 
it's significantly easier to set up. Also, if your only rig is 
a laptop (read: no PCI slot) or if you don’t have any free 
PCI slots, then it may be the only game in town. 
—WilUam O’Neal 


CreativB l^bs | S200 1 wwwxreativexam 
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the same time, they don’t work. Is there any way to get both pads 
I'unctioning with my sound cards? 

Well, do you want to do things the hard way or the easy 
way? The hard way is to change one of the card’s 
resources, since game ports have the same settings by 
default Typically, ISA cards don’t like to do this, so you 
should try to change the Monster Sound’s resources, if the 
card is willing. 

The easy way will cost you a little more. Go to Best Buy 
and pick up a pair of ThrustMaster Firestorm Dual Power 
Gamepads - they’re USB, so you can plug both of ‘em into 
your USB hub. And, they kick ass. Or buy a pair of 
Microsoft Sidewinder Gamepads. They’re available for 
game ports or USB, and you can plug one into the other 
for simultaneous use. Magic, dude. 

Video-Capture Conundrum 

1 have an Alienware 'I'-liird IGHz with a GcForccI. I just got 
an ATI All-In-Wondcr 128 and have it in an old Pentium 
225MHz, The (video) c.ipturc is really bad because the Pentium 
is such a slow machine. Can I have both the GePorce2 (in the 
AGP slot) and the All-lii-Wonder (in the PCI slot) in my Alien, 
and then use the All-In-Wondet for (video) capture, or be able to 
switch between graphics cards? 

This should be possible. The thing is, though, since both 
cards are 2D/3D cards, you’ll have to find out if the ATI 
card is okay nof being the primary card. If, however, you 
don’t mind spending $ 100 , your best option is to buy an 
ATI TV-Wonder video capture card. It has all of the video 
capture capabilities of your All-ln-Wonder, and it’ll make 
your GeForce2, as well as your knees, happier. 

Bi^er Bitpipe Wanted 

1 need a truly kick-ass modem for my Dell 8100. Any sugges- 
tions would be appreciated. I don't care how much it costs. 

Wow! I wish I had it like that. If money truly is “no 
object,” then why settle for some weak-ass modem? 1 
called Verio, who, according to their own marketing 
scheme, "is the world's largest web hosting company and 
leading provider of comprehensive Internet services.” 
Impressive for real. Anyway, we spoke to one of their 
vaunted sales representatives, and according to him, for 
about $20Gs you can have a T3 installed in your house. 
You should also expect to pay about another $20,000 to 
$40,000 a month for the service, depending on the kind of 
bandwidth you use whilst playing DOOM 11 and SIN. 

Or better yet, get a cable modem. 

Many moons ago, Wil O’Neal was the Technical Editor at - 
don’t laugh - Computer Life Magazine. He's also worked at 
CNET: The Compufer Network, ComputecMedia, and a bunch 
of dumb-ass dotcom companies. Send him a message at 
william_o’neal@ziffdavis.com, and he’ll be sure to send it 
straight to the “Trash” folder. 


>>> Industry Bytes 


NANOFANS Researchers at the 
University of Colorado at Boulder 
have developed tiny fans - they can 
fit on the head of a pen - that they 
hope will someday be used to cool 
computer chips. According to an 
article in NewScientist, the fans are 


etched Into thin silicon sheets, 
which are then folded into shape. 
Each of the fan’s eight blades are 
less than half a millimeter long. The 
Innovation could eliminate the need 
for large, noisy fans on computers. 


Sign of the Apecaiypse? 

ROBOT LOVE An Australian Inventor has submitted a patent for a robot 
that can perform sexual actions with the use of motorized limbs, Reuters 
reports. The robot can respond to commands over the Internet and to 
touch and sound commands through sensors on its body. Participants 
equipped with a virtual reality visor and a sexbot will be able to see, hear, 
and to some degree, feel each other over the Internet. 

Telodlldonics, here we come. 


cgw.gjffleipaM 
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Your beeper beeps. Your PDA chimes. You can make a quick call wherever you are. Yup. technology 
is an integral part of everyday life. That's why ZDNet has all the product reviews to help you find 
the latest gadget. In fact, ZDNet was named "Best Overall Online Site " by the Computer 
Press Association. However technology touches your life. ZDNet's Reviews Channel 
has something for you. Because ZDNet is where technology takes you.” 


eZODO ZO Inc. ZDNot. the ZONol loj 


www.zdnet.com 


NEW EXPANDED SECTION! 

Gamer’s Edge 


16 PAGES OF TIPS, TRICKS, CHEATS, & STRATEGIES 



PAGEH4 


Giants: Citizen Kabuto 


MeettheMeccs|"rn“r'" 


SACRIFICE 

Strategies page 120 


Tactics PAGE 123 


CHEATS FOR ALL OOR 
GAMES OFTHE YEAR 

I No One Lives Forever 

■ Tire Fallen 

I MechWarrior 4: Vengeance 
I Giants: Citizen Kahulo 
IMDK2 
• Majesty 

I Need For Speed: PotsoteUnItisind 

■ Icewind Dale 

I Baldur’s Gate II 

■ Dens Ex 

I FIFA Soccer ZOOl 
PAGE I 2 G 


I Oni 

1 Starfleet Command II 
I Front Office Football 2 
I Red Alert 2 
I Diablo 2 

I American McGee's Alice 
I Kingdom Under Fire 
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Gamer’s Edge 


COMPUTER GAMING WORLD AND SYBEX PRESENT 


GIANTS: 


Be sure lo pick up Ihe Ollicial Slieiegy 
guide Imin Sybei to get coinintiensive 
wsBiihroughs of the eniiie game, deras- 
lating siraiegies, hardcore mitgilaTet 
Uctici and detaied info! 

Teat eicerpted and abridged frun 
SYBEX's Cilusn Kalulo: Syben 
OHkisI Slrslegies i Stctels' For mure 
informailon, visit Byboagamea.com. 
Look lor It where computer games and 
strategy guides are solil. 


MECC WEAPONS 

The biggest difference between the Meccs and the 
other races in GIANTS is their reliance on technoiogy 
for their weaponry. When it comes to fancy guns, the 
Meccs are the team to beat! From the 
Miliennium Mortar to the Machine Gun, 

Mecc devices of destruction can do the job | 4 
in a hurry. 5 ,:^^ 


T his section tells you about those wacky 
Meccaryns and their missions, and 
explains how to use their weapons, fancy 
Jetpacks, and other essential items to the 
utmost advantage in GIANTS: CITIZEN 


The Pea Shooter is Ihe staple weapon of the Meccaiyns. 


KABUTO. There’s enough Important informa- 
tion about handling the high-tech weaponry 
and gadgets owned by Baz, Reg, Tel, Gordon, 
and Bennett that we need to break it down 
here for youl 


liy H pf-ffifi 


aliens yiRi A-aiiCv^ 


MEET THE MECCARYNS 

The Meccaryns (known as Meccs) are five cockney 
space aliens who have become stranded en route to 
Planet Majorca, a holiday planet. Their fortunes take 
a turn for the worse when their ship is eaten by the 
giant space Gibbon fish and subsequently "excreted' 
into the vicinity of the island. Ultimately, these five 
whimsical, albeit advanced, aliens just want to get 
their ship running so that they can begin their vaca- 
tion on Planet Majorca. In the world of GIANTS: 
CITIZEN KABUTO, however, they’ll have their hands full 
just staying alive! 


CITIZEN KABUTO 



THE PEA SHOOTER GUN 

This is the Meccs' basic 
weapon, and although it doesn't 
pack much of a punch, it’ll do 
nicely in a pinch. Perhaps the 
biggest benefit of the Pea 
Shooter is that it never runs out 
of ammunition, making it an 
excellent weapon for chipping 
away at far-off turrets and build- 
ings. Remember that when 
three or more Pea 
Shooters are being used 
on the same target 
(say when you have 
Reg and Tel with you), 
a lot of hurt can be 
dished out in a hurry! 


en j 


RPG 

One of the most powerful and 
functional weapons in the Mecc 
arsenal, the RPG fires a grenade 
that is not affected by gravity— it 
will fly in a straight line (it won't 
sink as it travels over distance), 
even for targets 
that are very far 
away. The RPG 
does have a lim- 
ited range, unfor- 
tunately, but for 

the most part, anything you can 
see in Zoom Mode can be hit 
with the RPG. Not only does this 
weapon do a significant amount 
of damage to anything it hits, but 
if you aim at a Sea Reaper’s 
head, the enemy can be taken 
out with just one shot! This tech- 
nique (shooting off the heads of 
enemies) is a great way to pick 
off lone patrols without drawing 
much attention to yourself. 






MACHINE GUN 

The Machine Gun is 
like a high-powered 
Pea Shooter. It deliv- 
ers a massive amount 
of firepower in a short 
period of time, but of 
course, such devastation 
comes at a price: The Machine Gun 
isn’t of much use over anything but 
the shortest distances. Still, all that 
rock 'em. sock 'em short-range poten- 
tial makes it an essential part of your 
arsenal. With a full clip, the Machine 
Gun holds 2,500 action-packed 
rounds of ammunition. Here are Just a 
few of the Machine Gun's uses: 

■ To mow down large groups of 
enemies at close range, take advan- 
tage of the Machine Gun’s high rate 
of fire and its spray-type shot disper- 
sal. Even at medium range, it’ll send 
your adversaries ducking for cover. 

■ To turn an enemy structure into 
rubble, there's nothing better than 
unloading a Machine Gun clip. A few 
hundred rounds will turn even the 
Reaper Guard Barracks into dust. 

■ To instill panic in the 
hearts of those in an 
enemy base, fire from afar 
with the Machine Gun. You 
won’t hit much, but the bar- 
rage of incoming pro- 
jectiles will send your 
foes scrambling! 


PROXIMITY MISSILE 

This weapon is truly a handy- 
dandy invention. Although the 
Proximity Missile behaves much 
like a standard RPG shell, it has 
an added bonus: It will explode 
when it gets within 50 feet of an 
enemy target. There are two fun- 
damental uses for this weapon. 
First, you can use it to track down 
a dodging, weaving enemy who is 
difficult to hit, thus eliminating 

the need to aim precisely. 
Second, the Proximity 
Missile can be used 
against groups of ene- 
mies; just fire it into a 
pack of adversaries and 
watch it explode, doing 
splash damage to the 
whole gang. 


MISSILE LAUNCHER 

The Missile Launcher is similar to the 
RPG, but a projectile it fires does splash 
damage to anything in the vicinity when it 
detonates. A great use of the weapon is 
to shoot it at enemy Barracks. Not only 
does this 
harm near- 
by foes, it 
also dam- 
ages the 
building 
itself. 




SNIPER GUN 

Even though you can zoom in with any weapon you are using, the Sniper : 
Gun adds an extra level of accuracy and speed to a long-range shot. The i 
Sniper Gun shoots a bullet that arrives at its target aimost instantaneously: 
and inflicts a substantial amount of damage, so you can pick off foes lurk- ! 
ing in Guard Towers with ease if you can land a head shot. (If you hit their 
bodies, it may take a second shot to bring them down.) The downside to the Sniper 
Gun is that it has a rather long reload time, making it difficult to fire quickly on a 
large group of enemies. 


BY GEORGE JONES 


Smarties hit the water, and then rush to pick 
up. If you’re fast enough and use your Jetpack, 
can pluck them from the water and avoid piranha 
damage. 


you 

nha 


MECC MISSIONS 

Search for tel: the wax smarties 

This early mission can pose some unexpected diffi- 
culties, particularly if you’re trying to catch the 
Smarties as they fall. What many gamers may not 
realize is that you don't need to make mid-air catch- 
es to complete this mission. Simply wait until the 


THE BATTLE 

Don’t get too caught up with dying in this real- 
time strategy mission. Just make sure you don’t 
quit out of GIANTS when you do pass away. Because 
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HOMING MISSILE 


MILLENNIUM MORTAR 


The Homing Missile works just like it sounds: 

It will actually alter its course to hit the specified 
target. To get it to work, keep the 


trigger pulled for three seconds 
while aiming. Once you’ve done so, 
another crosshair will snap onto 
the target, and you’ll know that you 
can let go and let the missile do its 
work. This obviously isn't a good 
weapon for fast-paced, close-up 
battles: instead, use it to take out 



adversaries from afar. It's particularly handy if 
you’re in a rush and just want to fire and forget, 
but keep in mind that you must have a line of 


sight on an enemy in order to get a "lock," so 
don’t go thinking you can fire around hills! 


This is the Meccs’ big daddy gun. If you want to wreak 
maximum havoc in the enemy base, use this weapon. When 
fired, the Millennium Mortar will lob a large shell wherever 


you're aiming. When 

the shell arrives, it'll Do fhe work of many 
explode in a rather RPD shells wifli just 
spectacular fashion — one shot of the 

then a shower of Millennium Mortar, 

smaller explosive pro- 
jectiles will fly out and explode yet againi Of 
course, the Millennium Mortar has a limited 
range, but it can still cause serious pain 
from afar, especially if you happen to have 



the high ground on the enemy. This is a weapon that you 


absolutely must use when you come across a large group 


of enemies huddled together. 


when you do — and you will — the 
game remembers all of your struc- 
tural progress up until that point. 
The game even repairs all of your 
existing buildings. 

In this mission, you should only 
get your Smarties and Vimp meat 
from one location, which is to the 
right of your starting point. If 
you're standing on the Smartie 
drop-off point, facing the bar, 
head through the natural entrance 
on your right. Go up and over the 
hill, and traverse the narrow little 
valley. As soon as you clear the 
valley, you'll see a village. Take 
out the sniper in the tower, and 
you’re all set. 

On your first sortie into the vil- 
lage, order your fellow Meccs to 
accompany you, and simply 
maneuver them into picking up 
Smarties with you. This way you’ll 
only have to make one trip to the 
village. Four Smarties Is ail you 
need to get past any of the RTS 
missions. 

When gathering Vimp meat, 
return to the same location. The 
Vimp travel in a circular pattern, 
growing a little bi^er each lap. 
And bigger Vimp mean more meat 
chunks. Mmmm...meat chunks. 

Once you’ve used your Meccs to 
gather meat, leave them behind 
near Borjoysee when you travei 
away from the base. 


First, build the Gift Shop. Then 
build all the walls up as soon as 
you can. 

Once you build the House Party, 
place turrets on top of the moun- 
tains abutting the most frequently 
attacked walls around your base. 
Also, be sure to place a turret 
near Borjoysee — this will prevent 
him from getting kidnapped. 

Once you have the Pipe Bomb, 
it's time to end the mission. 

Don’t forget to grab one of those 
Instant Gift Shops, which you can 
set up at the halfway point to pre- 
vent long trips back to HQ. 

Remember that the mission 
objective is simply to destroy the 
Barracks, not ail of the surround- 
ing enemy infantry as well. Don’t 
worry about trying to take out the 
Reaper Guards either. Just place 
the bomb near the entrance as 
soon as you can, and stay alive 
until it detonates. 

DELPHI’S MISSIONS 

GENERAL TIPS 

You can use little burst of Sprint 
to climb up the largest moun- 
tains. Just tap Sprint periodically, 
and keep aiming your targeting 
reticle higher and higher. 

Use your sword. It’s way more 
powerful when you’re up close, 


simply because there’s no firing 
time required. Plus, it’s a heck of 
a lot more fun. 

Water. Use it. Frequently. The 
monsters will wait. 

Two tactics work well against 
Evil Reapers. First, when they 
cast that annoying time-slowing 
spell, use Sprint to jump out of 
the spell’s range. Second, use 
your sword against the Reapers — 
three or four quick thrusts are all 
you need. 

In the base-building missions, 
use your Hail and Fire spells. Hall 
is extremely effective since it 
allows you to individually target 
multiple units as they try to break 
through your defensive walls. 

Much like you’d do in the Mecc 
basebuilding missions, build walls 
as soon as you can every time. 
Also, place turrets on top of the 
mountains near the protective 
walls. And don’t worry about 
killing all the guards — simply cast 
Tornado as soon as you can and 
get out of there. 

DELPHI’S STORY I; VAN’S PEACE 
MANTRA 

You’ll encounter a couple of 
spellcasting Raiks as you make 
your way towards Van's place. 
Don’t rush, and use your Sniper 
bow to pluck away at each 
Reaper as she speeds towards 
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MECC PACKS 

Meccs have a very cool spot on their backs where one of several 
unique packs (In addition to the standard Jetpack) can be fitted. 
While these backpacks all give your Mecc special abilities, they 
have a downside; Adding an extra item adds weight, which reduces 




JETPACK 

The Jetpack is the near-constant companion of your 
Meccs. Obviously, having a Jetpack that will allow your 
Mecc to fly around makes travel considerably easier. The 
only downside is that the amount of time your jetpack can 
fire continuously is severely restricted. So use this device 
carefully to get the most out of It. Here are a 
few key things you need to know: 

■ Jetpack fuel burns very quickly, but it replen- 
ishes at a rapid rate as well. 

■ You can hover with your Jetpack, and even 
gain altitude, but you'll come back to the 
ground in a hurry when your fuel runs out. If 
you hold down the Jetpack button (the right 
mouse button by default), you’ll get occasional 
spurts of thrust, but not enough to keep you 
airborne. 


If you take to the air In Uie range of SAM Turet, 
you’ll soon be blasted wWi surface*to4ir mis- 
siles! Always be on the lookout for these deadly 
turrets, which are sprinkled around the islands in 
both single-player missions and In multiplayer 
games (if your opponents are worth their salt). 


your ability to gain altitude. The one exception to this rule Is the 
Jetpack upgrade, which Improves your basic pack and does not add 
any excess poundage. Here's a look at the various add-ons you can 
strap on your back. 


Except for early in the single-player game, all Jetpacks 
have a Nitro-boost (activated with the spacebar by 
default). This Nitro-boost gives you a short "kick" that’ll 
send your Mecc fairly high in the sky. However, the Nitro 
doesn’t recharge until your feel are on the ground (or a 
structure) again. 

You can also use the Jetpack to increase your speed 
when you are traveling over land. As you're running along, 
you can make yourself slightly airborne and clear minor 
obstacles without having to slow down. 



REPAIR PACK 

This is a special attachment that 
can be used to heal both yourself 
and other team members, or even 
repair structures. In multiplayer 
action, it’s always a good idea to have 
one of your team members carry a 
Repair Pack. Keep in mind that you cannot 
exchange packs with your disciples or multi- 
player friends: you can only benefit from their 
generosity. 


SHIELD PACK 

The Shield Pack provides a tempo- 
rary shield when it’s activated. Your 
Mecc is well protected when the shield 
is active, but because the Shield Pack 
uses Jetpack energy, it only lasts a short 
time; however, the Shield Pack only drains 
about one third of the energy that the Jetpack drains for flying. 
It’s best to use the Shield Pack when you’re storming into an 
enemy base in a firelight and need the temporary shield protec- 
tion. Remember that the energy consumption is based on how 
long you use the shield, not on how many hits you take. 


BUSH PACK 

One of the more ingenious little items in 
the Mecc arsenal, the Bush Pack uses 
Jetpack energy to turn your Mecc into a bush! 

This means that you can sneak past enemy 
guards in both single-player and multiplayer action. Of 
course, if opposing (human) players see a bush walking 



toward them, they’re probably going to know what’s 
up. In certain situations, however, you can use this 
accessory to sneak up on adversaries and hide from 
enemy patrols. As a rule of thumb, the computer oppo- 
nents never quite figure out what’s going on with a Bush 
Pack, but you can safely assume that human opponents 
will be very suspicious of a bush sneaking past them. 


you. You should be able to kill them before they 
even get close. 

Once you get to Van’s little home, cast Fire Wall, 
and fire off as many Hellfire arrows as you can. 
Then wade in and clean up the rest of the Reaper 
Guards with your sword, dipping into the water to 
periodically heal yourself. 

THE LOST REAPERSKI: REAPER SKI ESCAPE 
Don’t even worry about taking out all the ene- 
mies en route. You have one primary purpose: to 


escape. Use your turbo boosts to 
break through the two ice walls as you 
make your way into the heavily populated 
central area. The key to the ramp is simpler 
than it looks — ^just use your turbo right when you 
hit the bottom of the ramp. 

QUEEN SAPPHO 

Taking out the Queen Reaper is actually pretty 
easy. The secret is to stay as close to her as you 
can. As soon as the mission begins, quickly attack 
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DEPLOYABLE TURRET 

This handy item can be dropped nearly anywhere 
you want to spray Machine Gun fire. Deployable 
Turrets are best used when you're assaulting a base 
thick with enemies. Just drop a turret right in the 
middle of their stronghold. The resulting confu 
Sion will usually provide the edge you need 
to be victorious. Another use for a 
Deployable Turret is at choke points, 
where it can take care of advancing enemy ' 
troops. Indeed, a narrow canyon that's 
guarded by such an emplacement can be a 
thorn in your enemy's side. 


POP'UP BOMB 


While it’s the heaviest item a Mecc can carry 
(don’t try flying with one on your back), the Pop- 
Up Bomb is also the most 


powerful weapon in the 
Mecc arsenal, and we’re 
not kidding! When this 
bomb goes off, you want to 


Pop-ltp Bombs are 
effective but very 
heavy. 


be somewhere far, far 



away. Not only does the Pop-Up Bomb destroy 
everything within a large radius of ground zero, it also ripples the 
ground and damages anything that gets caught in the shockwave. 
Drop one in the middle of an enemy base and let 'er rip! 



her with whatever weapon you're holding. 
You should be able to get a bunch of 
quick strikes in here. From this point on, 
use Sprint to keep foiiowing her around 
and the water to heai yourself. This will 
prevent the Queen from casting Slow Time 
on you. As you keep foiiowing her from 
perch to perch, fire away with your Sniper 
bow (un-zoomed) whenever she’s near 
you. It won't take that many shots. 

KABUTO 

GENERAL TIPS 

Eat early and eat often, and you won’t 
die. Kabuto can even eat Rippers and gain 
health, plus it's a lot easier than trying to 
kill them all. 

When you're attacking a Barracks, 
stand right by the entrance and simply 
pick up and eat the Reaper units as they 
emerge. 

To move around faster, make tike the 
Incredible Hulk and jump. 

When the evil Raiks cast their Slow 
Time spell on you, use your leaping ability 
to clear the spell bubble. 

THE FINAL BATTLE 

Appropriately, fighting the real Kabuto is 
the toughest mission in the game. During 
the first fight, all you need to do is hit 
Kabuto with one crushing attack. But 
when he comes back to life, you’re going 
to have a tougher time using Baz to hit 
his weak spot. Use your Jetpack and 
Nitro'boost to get up in the air and avoid 
the shockwaves he creates. One other 
tactic that works is to jump into one of 
the shielded bunkers. This move allows 
you to get in a few quick, easy shots on 
the big guy. 

Once Kabuto moves up to the top of the 
hill, don’t worry about shooting him, just 
use the Jetpack and Nitro to avoid the 
burning rocks he throws at you. Once he 
comes back down, keep up the attack. 

As far as ammunition goes, RPG rounds 
work the best, but anything will do. 
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MECC ITEMS 

In addition to the impressive array of weaponry and Jetpack accessories, Meccs have access to a number of other useful Items. Here’s a 
rundown of how to use these additional devices. 


MINE 

The Mine is just what it sounds like. Drop 
it on the ground and it will burrow into the 
earth, leaving only its top aboveground. If any 
enemies come near the deadly device, it will 
pop up and chase them down! Once a Mine 
has been activated, it will blow up when it 
touches an 
enemy or if five 
seconds have 
elapsed, 
whichever 
comes first. 

One popular 
tactic in the 
halls of 
Interplay is to 
place Mines in 
areas that have been scorched by previous 
weapon fire. These black marks make it 
impossible to see a Mine, so it it difficult for 
your enemies to avoid getting blown up. 

HEALTH SYRINGE 

When your health is getting low, hit yourself 
with a Health Syringe {defaults to the "H" 
key}, and you'll recover roughly 30 percent of 
your health indicator. Because you can only 
carry one Health Syringe at a time, try to use 
each one as soon as you come across it. A 
good rule of thumb is to use your current 




Health Syringe Just before you 
pick up a new one. You can 
acquire Health Syringes from 
dead enemies as well as Gift 
Shops. 


Even if you're 
alroiil of needles, 
you'll need lo get 
used to this one. 


GRENADE 

A grenade works just as you expect: You 
activate the device, then lob it at your ene- 
mies. Of course, a Grenade's range Is only 
as far as you can 
throw, which isn't 
particularly far in 
GIANTS. To get 
around this, many 
Meccs use 
Grenades when 
they're in the 
Gyrocopter (or just 
after they've 
jumped out of it), 
or when they're fly- 
ing with their 
Jetpacks. Guard Towers are also great loca- 
tions for lobbing Grenades. 



FLARE 

If you hear a 
missile warning 
lock, it means you've 
got only a second or two 
before you are going to get 
smoked. At the sound of the 
warning, set off a Flare in hopes 
that it will distract the incom- 
ing Missiles. Flares usually 
work, but if you're in a situa- 
tion where there’s a cross- 
fire of SAM Turrets, you 
might want to try turning off 
the Jetpack and walking. 

' Quite simply, Mecc Disciples are 
groupies who will hang around with you 
(In single-player mode) and do whatever 
you do. Therefore, If you're attacking an 
enemy location by firing your Pea 
Shooter, you'll also get friendly fire from 
your Disciples! This can make the job of 
taking out a SAM Turret with just a Pea 
Shooter much easier. After all, three or 
more guns are better than one! 




MECC GYROCOPTER 

Perhaps the coolest gizmo in the entire game, 
the Gyrocopter gives you the ability to fly for indef- 
inite periods of time while strafing the ground 
mercilessly. It even enables you to give your Mecc 
friends a lift. To get a Gyrocopter, you must first 
have a Party House — only then will you be able to 
construct a Gyrocopter Pad. 

What makes the Gyrocopter so handy is that it 
has an unlimited amount of fuel and an unlimited 
amount of ammunition for its main gun. The down- 
side? While we wouldn’t call the Gyrocopter frag- 
ile, it certainly can't endure much punishment. 

The machine gun is not the Gyrocopter's only 
weapon. The chopper also comes stocked with 
three Millennium Bombs, which behave just like 
Millennium Mortars. You can restock the 
Millennium Bombs and repair your Gyrocopter by 
taking it back to the landing pad, but it's not 
always easy to get back to your base if you’re 
being hit with a barrage of surface-to-air missiles. 

Giants: Cituen Kahuto: Sybei Official Strategies & Secrets copyright 2000 by Sybei, Inc. All rights reserved. Giants: Citiien Kahuto copyright 2D00 by Planet Moon Studios. All rights reserved. Giants, and Giants; Citizen 
Kabuto are trademarks of Interplay Entertainment Corp. All rights reserved. Game exclu^ly licensed and distributed by Interplay Entertainment Corp. 
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How to dominate with gods and 
monsters by Tom Chick 


RAGE...BUI10ING Let your enemies do the work for you by smacking them with Blind Rage first 


HOT UNDER THE COLLAR 
The conventional wisdom about 
Pyro is that he does a tot of dam- 
age. This is true, but it’s not the 
whole picture, in addition to 
slamming fireballs into things 
and watching them burn, wizards 
who follow Pyro have a few nasty 
little tricks up their asbestos 
sleeves. Blind Rage Is an often- 
underestimated spell, since it's 
not obvious how it works. Rather 
then simply turning one creature 


against its allies, the spell’s 
effect extends across all crea- 
tures in a large area. Hit an 
enemy army with Blind Rage 
before you go into battle, and 
they’ll be busy fighting each 
other as you Join the fray. You’ll 
have an even easier time of it if 
you soften up squabbling enemy 
creatures with a Rain of Fire or 
Explosion. 

Pyro’s phoenix is a great wiz- 
ard killer not only because It 
does a lot of damage from long- 
range, but also because it drains 
enemy mana. For this reason, it’s 
also very effective against long 
range artillery units like the boul- 
derdash and mutant; the phoenix 
can reach them easily, and his 
mana drain will deprive them of 
ammo. Alternatively, the warmon- 
ger's Firewalk is a great way to 
quickly get past melee troops to 
take out missile firing creatures. 
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SOULS ON ICE 

Stratos has a million and one ways to 
interrupt a wizard, so make sure you take 
advantage of this ability by focusing your 
attacks on the enemy’s wizard. The silver- 
backs and yetis, as well as Frozen Ground 
and Freeze spells, can lock him In an ice 
cube. Most of Stratos’ units will also Just 
knock him down. The seraph will fling him 
into the air with the crackling power of her 
Cage Puli. The Tornado is the most disrup- 
tive spell of all, whipping armies into the air 
and rendering them helpless until they 
eventually land. If you target a wizard with 


Chain Lightning, the bolts will 
almost certainly strike his mana 
hoars too, weakening them. Throw 
in a Cloudkiil for follow-up, and 
the enemy wizard will find himself 
without a mana source. Finish him 
with some speeded frostwolves to 
chase him down. 

Since Stratos’ strength is in 
ranged attacks, he has to be care- 
ful to use his few melee creatures 
wisely. The storm giant’s Call 
Lightning ability, which increases 
attack damage, can be tricky 
since doing so weakens him. As a 
counteractive measure, cast a 
Heal spell immediately before call- 
ing lightning. The ongoing healing 
will offset the damage of the light- 
ning, and your storm giant will be 
galvanized and at full health. 


WHOA THERE, HDSS Before crackling the air, you should heal 
your giants to make sure tiiey don’t become weak while zapping 
their foe. 


. NO POT OF GOLD HERE Big. burly troll 
i-i.| folk plus helpful healing via Rainbow 
L .di equals nigh-invulnerable bruisers. 


STRATOS 


The combination of using 
Persephone’s Grasping Vines to 
hold an enemy wizard immobile 
and shrikes to interrupt his 
spells is an effective way to 
shut down another player's spell 
casting. But Persephone's wiz- 
ards are well protected against 
similar shenanigans. The 
Ethereal Form spell is the most 
effective personal shield in the 
game. Unlike the other gods’ 
shields, it blocks all forms of 
damage. Although it doesn't last 
long, it recharges quickly, so 
you can essentially run it in 
pulses — 15 seconds before it 
turns off and then another 15 
seconds before it’s ready to be 
cast again. 


THE RAINBOW COALITION 

For sheer staying power in a 
fight, you can’t beat the combi- 
nation of trolls with the occa- 
sional Rainbow. The trolls are 
superlative melee sluggers 
whose powers of natural regen- 
eration allow them to stand up 
to a beating. Unlike other units, 
they’ll continue regaining health 
no matter what they’re 
doing. 

By showering them p 

with the helping heal- 
ing hand of a Rainbow 
from time to time, or 
even Just a scarab for 
back up, Persephone 
can field an army that ^ 

just won't go down. 

Throw in an ent with 

his Protector special ^ 

ability, and your trolls 

will be virtually 

unstoppable. 


PERSEPHONE 
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JAtAES DIGS /^OUL HOLE . 

Jains* PorWfrons of the few spMls 
that can single-handedly and Irrev^slhly 
chaoss the balance of power In a t|irTw by 
knocking soiA-out of circulation — tbe 
souls of any creatures lost down a Bore 
!e are for good. Of courae, the spl- 
I' pattern of the cutting atone that opens 
hole Is the-equivalent of a big neon 
sign around its area of effecMo anyone 
not thoroughly distracted will simply get 
out of the way. The trick Is to find sirmk 
onoiuisy with something eises better yot; 

!' nnd two someones busy with something 
else, namely, each othoe Irr-a giiiiin wMfT 
more than two plnynn hnnc back until 
you can catch the othetimrwlzanta In 
battle. Then cast Bore In their midsc They 
likely won't=aotice until It's too lato, and 
you'll be facing two substantiolly weak- 
ened opponents. James also has alt the 
tools needed to poach enemy souls from a 
distance. Bovine Intervention will always 
gib a creatnw. leaving a blue-soul up f or 
gmtrii FhMow up with a Soul Mole to 


SERVING UP SOME 
SOUL FOOD 

One of SACRIFICE’S best- 
kept secrets Is that all 
creatures regenerate health 
when they're not moving. 
(Persephone’s creatures 
regenerate at almost twice 
the rate of the other gods’ 
creatures.) Of course, by 
"all creatures," we mean all 
but Charnel's creatures, 
who heal themselves by 
inflicting damage on others. 

Both Netherflends and hell- 
mouths are the exception 
to this rule, if you use their 
special ability to Devour 
Souls. After eating a soul, 
not only do these creatures 
have more hit points and 
greater resistance to dam- 
age, but they’ll also begin regenerat- 
ing health. The hellmouth can even 
regenerate health while moving and 
fighting. 

The disadvantage of doing this Is 
that you’re taking a soul out of cir- 
culation. But if your soul-fed crea- 
ture gets killed, simply use Animate 
Dead to resurrect him, and he'll still 


BONT LOOK NOW. BUT. . . While some hapless fools 
are busy spellsiinging at each other, smack them with 
a tee. 80(1 watch them fail. 

snatch the soul from Its previous owner, 
and James' wizards can gradually tilt the 
soul balance in a game. 


DEAD SOUL WALKING Call up Death whenever you 
please, since you can just make your units get back 
up again. 


have the abilities he gained by eat- 
ing souls. Animate Dead is a crucial 
part of Charnel's tactics in any bat- 
tle. It costs relatively little mana, 
and It recharges quickly, so you can 
keep up with even the worst casual- 
ties. In fact, feel free to summon 
Death In the middle of a battle to 
panic the opponent. Death doesn’t 
discriminate between friendly or 
enemy creatures, but unlike the 
other gods, you can quickly resur- 
rect your own slain units. 



Gainer’s Edge I 


Counter-Strike 

Your COUNTER-STRIKE survival course by Raphael Liberatore 


0 which side do you 
want to play — Counter- 
terrorists or Terrorists? 
Whoever you choose, live and 
iearn these pointers as fast as 
I’m giving them. First, know the 
map and its objectives. Scout 
for nooks and crannies in each 
map, looking for cover and dark 
places for defense, conceal- 
ment, or ambushes. 


Small, dark places also make great 
sniping positions. Buy armor and a 
helmet first, since these items will 
increase your ability to take damage. 

If you're not defending, always keep 
moving. Crouch, jump, and weave 
from side to side; this movement 
breaks up your pattern, making you 
tough to hit. Jumping around corners 


makes it difficult for ambushers to 
score an instant kill. Zigzag when 
charging an attacker. Switch to lighter 
weapons (such as pistols) when 
you’re on the go to increase your 
maneuverability. Change your pat- 
terns: smart players always take 
advantage of their opponent’s pat- 
terns. Upgrade your pistol when you 
get the extra cash— utilizing a better 
pistol can really make a difference. 

Always go for the headshot. Try fir- 
ing in bursts since this will increase 
your accuracy. Full-auto tends to be 


less accurate. Try keeping your 
crosshairs at head level. If you have 
the money to afford them, buy 
grenades and toss them around cor- 
ners where you suspect the enemy is 
lying in ambush. Use fiashbangs 
since they tend to be more effective 
than grenades: both weapons are 
useful against rushes. 

Always make sure that you reload 
before a big firefight. If you have a 
powerful weapon, don't hesitate to 
shoot through doors and walls. Check 
for ambushes before rushing in to 
rescue hostages or disarm bombs. A 
smart team will wait for you to make 
your move on the objective before 
setting the ambush. Keep your ears 
open: sometimes you can hear the 
enemy approaching. Likewise, try 
crouching and holding down the Shift 
key in order to move stealthily. 

Add a team of two-man snipers for 
direct-action assaults. Make sure that 
snipers move into position with other 
weapons, such as a submachinegun 
or pistol ready, 
since shooting on 
the run with a 
sniper rifle is ask- 
ing for trouble. 
Study the map and 
find the best killing 
zones for enhanced 
fields of fire. Make 
sure that sniper 
teams are in place 
before ordering the 
assault. Cover your 
team while watch- 
ing their approach 
to the objective. 
Sometimes it's a 
good idea for a 
sniper to temporarily switch to a 
smaller weapon and glance around 
Just in case someone Is sneaking up 
on him. When you do have a target in 
site, snipe quickly. Waiting for that 
perfect shot may give your opponent 
enough time to react. Assaulters 
should always travel in groups. 
Numerical superiority during the fire- 
fight works most of the time. Make 
sure that you and your teammates 
don’t get in the line of each other’s 
fire. Try the wedge or staggered for- 
mation when assaulting an objective. 




ClflCLE TIME Strafe around corners to give yourself a better chance to 
pop your enemies’ heads open when you see them. 


ALL BUNDLED UP AND READY TO KILL Before heading out to your objec- 
tive, be sure to have plenty of extra ammo and the Kevlar and helmet 
combo handy. 



HIT THE NET; GAME GUIDES 

There are two invaluable sites when it comes to getting 
help for your game: GameSpofs GameGuides 
(gameguides.gamespot.com) and Gamefaqs.com 
(www.gamefaq8.com). Most major title, such as BALDUR’S 
GATE II or GIANTS, usually have GameGuides written up 
soon after their release. If there isn't a GameGuide for it. 
surely some enterprising user has done the legwork and 
written up an FAQ for the game. 

Popular GameGuides (as well as ones for this year’s 
winners) are as follows. Tune in next month for another 
listing of poputar/appropriate GameGuides and highlights 
of fan-made strategy guides. —Thierry Nguyen 

m MECHWARRiOR 4: VENGEANCE 

WWW, zdnet.com/gamespot/guides/pc/mech_warrior4/ 

■ BALDUR'S GATE 11: SHADOWS OF AMN 
www.zdnet.com/gamespot/guides/pc/baldurs_2/ 

■ COMMAND & CONQUER; RED ALERT 2 
www. 2 dnet.com/gamespot/gutdes/pc/red_alert_ 2 / 

■ NO ONE LIVES FOREVER 
www.zdnet.com/ganiespot/guides/pc/nolf/ 

■ SACRIRCE 

www.zdnet.com/gamespot/guides/pc/sacriflce/index.html 

■ THE SIMS 

www.gaiTiespot.com/guides/sims_gg/ 
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Front Office Football 2001 

Building a dynasty by Jeff Lackey 


S O you think you can run an 
NFL franchise better than 
that bozo who owns your 
local NFL team? Here are a few 
tips to help you become a legend 
in your own time. 

While it’s templing to focus on high-profile 
players, obtaining a good coach is critical to 
building a winning team. Hire a coach who is 
relatively young and has high ratings in key 
categories (such as new talent, quarter- 
backs, and play calling). Most importantly, 
make sure that your coach is highly rated in 
avoiding injuries, or you'll find your team hob- 
bled with hurt players every season. 

Once you acquire that hot coach, it is 
imperative that you pair him with an excellent 
scout. Remember that your only evaluation of 
talent is from your scout. Without a good 
scout, you're just guessing when you sign 
free agents, debate trades, select draft 
choices, and set your depth charts. 

As in real life, the Al will “scout’’ your team 
for trends and tendencies and make corre- 
sponding game plan adjustments. So. as in 
real life, if you have a big game coming up, 
you’ll increase your odds of winning if you 
change your team’s game plan. Along the 
same lines, use your scouting report of the 


opposition to prepare for their specific ten- 
dencies. 

Got a bad case of wanderlust and want to 
move to another franchise? After the hiring 
phase for coaches and scouts, look in the 
game menu for "choose new team." If you've 
selected a team that considers your record 
worthy, you will be hired as that team’s new 
coach. 

When you’re trying to find that future 
superstar running back, pay particular atten- 
tion to the breakaway speed rating. A running 
back with a high rating in that category will 
usually gain a lot more yards than his other 
ratings might predict. 

A new feature in Front office Football 
2001 is the ability to select the percentage 
of time that your defense will blitz, as well as 
the blitz percentage by position. So if you 
have some wild man linebackers with great 
pass rushing skills, but your secondary is 
composed of hit-shy sissies, set your posi- 
tional blitzing accordingly. 

Don’t get so hung up on ratings that you 
ignore how your players are performing on 
the field. For example, if it's halfway through 
the season, and you notice that a backup 
wide receiver is consistently making more 
catches for more yards than a starter with 
better ratings, move that boss into the start- 
ing job! After all, you don’t win the game by 
having the team with the best ratings— you 



HE - MAV - GO - AIL - THE - WAY! Put it all together, 
anit start measuring your finger lor that Super Bowl ring! 



PLANNING FOR SUCCESS Make sure that you set a 
game plan that fits your team's personnel. 

win as a result of player performance. 

Having a good draft can make or break 
your team’s future. Realize that the consen- 
sus ratings of players in the draft represent 
the average opinion of all scouts and are fre- 
quently inaccurate. If you have a good scout 
{you do have a great scout, right?), you can 
get a better evaluation of draft talent by exit- 
ing to your team roster screen and asking 
your scout for his recommendations for free 
agents with less than one year's experience. 
The draft candidates will be clearly marked, 
and you’ll get a much more accurate assess- 
ment from your scout of the their potential. 

A trick that FRONT OFFICE FOOTBALL 2001 
aficionados have discovered is to set your 
game plan to pass 75 percent to 85 percent 
of the time when you’re in a second down sit- 
uation with only one or two yards to go for a 
first down. The Al almost always expects a 
run in that situation, and you can break a lot 
of big plays if you pass. 



SCOUT, GET ME THE STATS, STAT! Keep an eye on your players' performance stats, and make sure your most productive 
players are high on your depth chart. 


COMPUrtH EAMtNS WOHIO • 
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Starfleet Command II 



DDCTniNE: FLEXIBILITY Wlicn fargeling an ofiponsnt tlimugli a downed 
shield, have several weapons groups to choose from lor seguenlial lire. 


Klingon crippling 101 by Bruce Geryk 

T he tendency of 
new captains is to 
simply select all 
of the weapons that can 
fire and then unleash 
them in a single salvo 
(“alpha strike”) against 
an enemy ship. 

However, because of the 
way that damage is allocated 
in the STARFLEET COMMAND 
series, this tactic can often be 
less effective than a series of 
individual attacks, at least if 
your aim is to knock out your opponent's 
weapons first. 

An alpha strike that gets a lot of damage 
past an enemy's shields will knock out some 
systems, but much of this damage will be 
spread to nonweapon internal systems like 
engines, or to hull integrity. In a fight against 
an opponent with similar capabilities, battles 
are often won by the captain who tips the 
balance of weapons ever so slightly In his 
favor, and then takes 
advantage of this. The 
trick is to space your 
attacks out individually, 
as this gives each hit a 
chance to be allocated to a weapons system. 
This was a crucial tactic in the board game 
Star Fleet Battles {upon which the STARFLEET 
COMMAND series is based), and can be repli- 
cated in the computer games by waiting a 
second or so between shots, which makes a 
big difference in which systems take dam- 
age. Check the .pdf of the Star Fleet Battles 


rules (in your STARFLEET COMMAND 2 folder 
on your hard drive in a folder called Sfb) for 
some insight into this. 

The problem with this kind of successive 
attack is that a maneuvering enemy may be 
able to present a different shield to absorb 
more damage between shots. So when you 
face a rapidly turning ship, if you have a brief 
opportunity to hit a damaged or downed 
shield, hit it with as many different weapons 
as you can. if you have 
a maneuver advantage, 
however, choose your 
shots carefully, and do 
as much damage to his 
weapons as possible. A defenseless starship 
can be picked off at leisure. If you're fighting 
a speedier opponent instead, a few well- 
placed alpha strikes can do a lot of engine 
damage and take away some of his speed 
advantage. Understand the tactical situation 
before deciding how many weapons to fire. 

Remember that direct-fire weapons are not 
the only way to dis- 
able your enemy's 
weapons: Hit-and- 
run attacks using 
your transporters 
are also very effec- 
tive, especially since 
you can target indi- 
vidual systems. If 
you are presented 
with a downed 
enemy shield (you 
can't transport 
through shields), 
don't forget this 
option in addition to 
using your regular 
weapons. 



THAfS GONNA LEAVE A MARK Space out your shots, anil you'll tend to cripple more 
specific systems rather than just kinda-sorta scratch all of them. 


Need an online source for information 
about the Starfleet command games? 

www.starfleetunlverse.com. 


Dirty Trick 
of the Month 

Readers! A new feature Is being 
added to the CGW Tips section. One 
with an emphasis on two things: multi- 
player and evil. We're looking for the 
nastiest, most devious trick you can 
come up with to use in a multiplayer 
match. A trick so wrought with evil that 
it will both ensure victory and cause 
your opponent to curse your name in 
anguish. Each month, one selected 
winner will get an honest-to-god good 
game from us. Next month's winner 
will get a free copy of COMMAND & 
CONQUER: RED ALERT 2. COLLECTOR'S 
EDITION. 

Now, here's what we consider to be 
a good Dirty Trick. 



“Libyan Nuclear Truck: Play as the 
Libyans. Focus on constructing an 
Iron Curtain and three demolition 
trucks. While the Iron Curtain is 
charging up, position your trucks in 
an opportune locale. When the Iron 
Curtain's done charging, use it on 
your trucks, and quickly move them 
into positions for maximum damage. 
When the Iron Curtafn wears off, your 
trucks will deliver unavoidable nuclear 
blasts to different parts of your oppo- 
nent's base.” 

Keep track of your insanely devious 
tricks next time you're playing some- 
one online, and send us an email {put 
"Dirtiest Trick" in the subject line) 
for a chance of scoring this definitive 
version of RED ALERT 2. 


cgit.giBeiMLcain • COUPdTtR ERMINE WSEIO 
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Cheat Codes: Special game of the year edition 



No ONE LIVES FOREVER 


In-game just press "T" ant) then enter the following codes; 
mplmyouriather God Mode 
mpwegotdeathstar Infinite Ammo 

mpkingoftehmonstars All Items/Wespons & Unlimited Ammo 
mpmaphole Complete Mission 
mpdrdentz Full Health 
mpwonderhra Full Armor 

mpyoulookllheyounaadamonkey Add All Armor Options 

mpgoattech All Weapon Upgrades 

mpasscam 3rd Person View 

mprosebud or mpracerboy Spawn Snowtruck 


STAR TREK DEEP SPACE 9: THE FALLEN 

During the game, press (TaOj or then type In 'panacea.' 
Next, press [TaPl or and typo in any of the cheat codes 

god God Mode 

fly Ry Mode 

ghost No Clipping 

walk Disable Fly/Ghost Modes 

allamme Full Ammo 

klllpawnt Kill all enemies in the level 

skiplevel Skip to next level 

open [mapnamel Open specified map 


MECHWARRIOR 4; VENGEANCE 

Press and hold [CTRL] + (ALT) + |SHIFT|, then type: 

lY Invulnerability 

UO Unlimited Ammo 

HP Heat Tracking Off 

IB Destroy Enemy Mech 

ML Finish Mission with Success 


SACRIFICE 

While playing, press (Ctrl) + (Shitt) + I-). This will bnng up a 
small text Icon at the bottom left of the screen. Type any of 
the codes below (including spaces): 

Q bythepowerofgrayskull Full Heal 
6 Ihnvethepower Full Mana 
9 yourbullelscannothannmft The Wizard is Invincible 
6 donUoarthereaper Adds Souls 
e castratetheheaihena Wizard Can Collect Red Souls 
0 timolsonmyside Resets the Spell Timers 
0 aplefhoraof (monator name) Summon 4 Monsters of |mon- 

0 alllwantforxmaslsa [monster name) Summon 1 Monster of 
[monster name) 

© gimmegimmeglmme Ispell name) Gives Spell (speil name) 


GIANTS: CITIZEN KABUTO 

During gamepiay. press the 'T' or 'Y' and enter in one of the 

following codes, then (Enter) to enable: 

pleaaehealme Full Health 

mapshowitall Reveal Map 

glmmegffts Opens Stocked Store Wtiere You Are 

allmlaslonsaregoadtogo Access All Levels 

baaegoveryfast Builds up Base Quickly 

basepopulate Base Population 

baseflllerup Gives Base Energy 

Inoodspells Unlimited Mana 

lUmyparty Instant Party House 


MDK2 

Cod Mode 

In game you can press [-•) and enter the following string after 
the 'Omen* prompt to gel full invulnerability: 
mdk6obSelDamagaFIKa((mdkOetPlayer6ob(),0) 

This is from the internal game scripting system. Note that this 
code must be reentered periodically, because the game 
'resets' whenever it has to change maps. You'll notice either 
the hard drive spinning as a now map section Is being read, 
or that you suddenly start to lose health again. Just bring 
back the console and then press the Up-arrow key to get pre- 
vious (and only) command and re initialize. 



MAJESTY 

While playing, press [Enter), and then type the following 

victory Is mine Win Game 

I'm a loser baby Lose Game 

nil this bog Add LO.CXX) Gold 

revelation Reveal Map 

build anything All Guildings Available 

give me power All Spells Available 

cheezy towers Spells Have No Range Limit 

restoration Restores Hd Points 

frame it Shows Frame Count 

grow up Higliligliied Hero Gains -rS Levels 

NEED FOR SPEED: PORSCHE UNLEASHED 

To use these cheat codes, go to the main menu and dick 
"Create Player," and then type in the cheat for the name. 

Click "Done" [you'll hear a little confirmation sound), and then 
choose your regular profile and play the gamel 
fiulllvar The Porsches are all shrunk down to Uie size of radio 
controlled racers and have little antennas. 

Smash Up Using the Skidpad. Destruction Derby-style racing. 
Dakar Tired ol Street Racing? Changes car physics and tracks 
to Rally style. 

Funyfuz Enables cops in quick race (cops may not appear on 
all tracks: l.o.-Monaco). 

FetherwB This cheat code makes cars signircantly heavier. 

[CEWIND DALE 

Note: Be sure to back up the original files before proceeding 
with the following set of codes. 

Use a text editor to edit the 'Icewind.ini' file In tha game 
directory. Add the line "Cheals=l' under the "[Game 
Options)" section. Star! the game, and press (Ctrl) -t- [Tab) to 
display the console window. Type: 

"CHEATERSDOPROSPER:EnableChealKeysll;' (case-sensitive) 
to enable cheat mode. Then, just press (Ctrl) * (Tab) to dis- 
play the console window, and enter the following codes at any 
time; 

CHEATERSDOPROSPERrExploreAtuO; Show full map. 
CHEATERSDOPROSPER;Han»(): Teleport party to cursor loca- 

CHEATERDOPROSPER;SetCuprentXP([number)); Give select- 
ed characters Indicated XP, 

CHEATERDOPROSPERUUclGold((numb«r)); Add Indicated gold 
to party total. 

CHEATERDOPROSPER:Mltfa*(); Add 500 gold to party total. 
CHEATERSDOPROSPER:FlritAI<t()j 5 healing potions. 5 anti- 
dotes, and 1 Scroll Of Slone To Resh. 

Also, just press those keyboard combinations for the desired 


effects: 

(Ctri| ♦ J Move selected characters to pointer position, 

|Clfi| + R Hea/resurrect the selected character or portrait. 
(Ctrl) * V Kill selected monster or NPC (but no XP ts gained), 
[Ctrl) ♦ 4 Display trigger polygons (this helps in showing 

BALDUR'S GATE li: SHADOWS OF AMN 

Open the Baldur.lnl file with notepad, and look for a heading 
called (Program Options). Under this heading, type "Debug 
Mode=l,' then save and exit. Start your game as normal, 
and In game, press [Control) -t- (Space) to start the console. 
Console Cheats (must be entered exactly as shown): 

XP For Your Group 

CLUACon«ole:5atCunentXP([XP amount here)) Be sure to 
nave your entire group selected for everyone to get Die speci- 
fied XP, Also, remember that the XP Cap In BG2 Is 2,950,000 
points, and that you can't use commas when typing in the 
number (so just type in 2950000 to get the maximum XP per 
character]. 

Give Yourself More Gold 

CLUAConsola:Add&ehl([Amotint of gold hare)) Press (Enter) 
to activate. Note, like the XP cheat, you can't use commas 
when typing in your gold amount. 

Other cheats are as follows: 

Max Stats When generating a character, press (CTRL) -t- 
(SHIFT) -^ 8 to max your stats. 

Heal and Jump Just press [CTRL] -v R to heal the selected 
chnraclGr(s), 

Instant Toleport Press (CTRL) -f J to jump to the location of 
the mouse cursor. 

Instant Kill Hit [CTRL] -i- Y to kill the person or monster the 
cursor Is on (no XP Is gained though). 


DEUS EX 

Edit user.lnl in the deusex/system folder and change an 
empty key binding from (examplel) "1=" to "tstalk" (do this for 
all occurrences of 't='). In the pme. press T (or whatever 
key you ended up specifying in the ini file) to make a line 
"Say;" display at the bottom: delete the "Say* (just press 
backspace) to make a blank line. 

To activate cheatmode, just type In "set 
DousEx.JCDentonMale bCheatsEnabled True" (without quotes) 
In the console. If you do not want to type the 'set 
DousEx.JCDentonMale bCheatsEnabled True" line, you may 
altornallvely add -haxOr to your Deus Ex shortcut. Example: 
'0:Vgnmes\0eus Ex\System\DeusEx.exe" -haxOr. Now you 
may type any of the codes listed below; 


god God Mode 
pfayers only Freeze Enemies 
Invisible true/false Invisibility 
On/Off 

behindview 1/0 3d Person 

View On/Olf 

fly Ry Mode 

ghost No Clipping Mode 

walk Ry Mode Off 

lamwarrsn Turn on EMP Reid 

allsklllpoints Gives AN Skill 

Points 


allweapons Give All Weapons 
allammo Refill Ammo 
allaugs All Basic 
Augmentations 
tantalus Kill Current Target 
opensasamo Unlock Targeted 

legend Secret Menu 
allhealth Full Health 
allenergy Full Energy 
allcredKs 10000 Credits 
allimages All Images 



FIFA SOCCER 2001 


Type at the Main Menu: 

Qlmmethemoney AOd Money 
PInyorsmaybe Free Players 
Bighonds Big Head Mode 

Pleyorsarolocked Players on Opposite Team Cannot Move 


eoMPDiiR cxMiKfi womo • 
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Reader’s Corner: 



RED ALERT 2 

Bombs are one of the best ways to sur- 


prise your enemy in multiplayer. (The 
Russian Crazy Ivan unit is one of the most 
effective in causing trouble.) Always remem- 
ber you can put a bomb on just about any- 
thing. Here are some examples: 

Attack Dogs: Fast and easy to transport 
to the front line. Rig them up, and the 
exploding puppies will catch the enemy off- 
guard every time. They're also great at 
destroying a squad of GIs quickly. 

Terror Drones: If they leap inside a vehi- 
cle. they won't explode until coming out or 
being destroyed. This is a great way to get a 
bomb onto your enemy's repair facility. 

Cuban Terrorists: Rigged with bombs, they 
give off two explosions. 

Buildings: Most buildings can be 
destroyed with a single bomb. This works 
well if you know where your enemy is going 
to try to garrison his troops. 

Transports; Rgged transports will explode 
and release their passengers unharmed. A 
good tactic with this is to send a hovercraft 
filled with Tesla troopers, and take out any 
Prism Towers. You can fill transports with 
people who are rigged. The bomb stops tick- 
ing when they enter, and then explodes upon 
departure. 

Another evil thing to do is to put a Yuri in 
an IFV and have him force fire right in front 
of enemy barracks. This tactic will kill most 
infantry instantly. You can also use this trick 
with desolators, and have a bunch of them 
radiate the entire base. With enough men, 
you can even kill off tanks quickly. This also 
works in ore fields. — Daniel House 

DEUS EX 

Hey, I Just discovered a neat little trick in 
Deus Ex that give you a bit more inventory 
space so that you can carry around a bunch 
of extra toys. All you have to do is enter the 
inventory screen and click on something 
(something huge like a GEP gun is more use- 
ful though) and drag it until it becomes your 
cursor. Now, while your cursor is still the 
gun, hit the escape button on your keyboard. 


TIPS AND TRICKS 

DIABLO II 

What you'll need is a pair of high-level 
Sorceresses decked out with magic damage, 
max cold resistances, a low-level Chilling 
Armor (too much will hurt you), and a low- 
level Inferno. 

This trick works because of one simple 
property: Chilling Armor attacks back at 
ranged attackers. So what you do is get the 
two Sorceresses to go hostile with each 
other, and then wander out to your staging 
area and stand within Inferno range of each 
other. Next, get both of them to cast Chilling 
Armor — and make sure it stays active (this 
means recasting it every so often). One 
Sorceress should start torching the other 
one with Inferno. Fire-resistance should 
soften the blow, but potions will probably be 
necessary. Ice shards will start firing back 
at whichever 
Sorceress is 
doing the 
Infernoing. 

Once the ice 
shards hit the 
Infernoing 
Sorceress, 
her Chilling 
Armor will 
start launch- 
ing ice shards 
right back. 

They will hit 
the other Sorceress, and then bounce back . 
Pretty soon you'll have a solid beam of ice 
shards bouncing back and forth between the 
Sorceresses. Make sure that your health is 
up. and don’t let Chilling Armor run out! Now 
the hard part is getting something to walk 
through the beam. —Adam Weinhandl 

Adam gets the nod for best of the three 
reader tips this month. For submitting some- 
thing so weird and new in Diablo II, he's 
getting a copy of Civilization ll: call to 
POWER, Timeline, the Resident Evil comic 
book magazine, and a reprint of Frank 
Miller's The Dark Knight Returns. Enjoy! 


Patches Update 

No One Lives Forever: Adds ability to 
review Intelligence via Intelligence 
Gallery (now you don't have to worry 
about missing vital info because some 
swarthy henchman is sneaking up on 
you) and several fixes. These fixes 
range from memory leaks to stealth 
bugs (which were making the stealth 
missions a lot harder than they should 
have been). 

Giants: Citizen Kabuto: One official main 
patch corrects a series of crashes in 
both single-player and multiplayer 
games. There’s also a blood patch, 
which turns the sanitized green blood 
back into the original shade of red. 
Finally, look at the review for the top- 
less Delphi fix. 

Sacrifice: There's a patch that fixes a 
couple of technical glitches, and in 
particular, fiddles with the game bal- 
ance of the Fallen unit. However, the 
most significant addition to this patch 
is support for TCP/IP games. Now you 
can sack sac doctors without going 
through Mplayer or whatnot. 

Homeworid: Cataclysm: This five-star 
expansion receives both bug fixes and 
balance changes. A lot of the balance 
changes lie within economy, so if you 
don't feel like dealing with all-new 
price schemes (and even build times) 
on some ships, don't grab the patch. 

Jagged Alliance 2: Unfinished Business: 
Having trouble with either game crash- 
es or CD-ROM wonkiness? This patch 
should clear things up. 

NHL 2001: A lot of the fixes focus on 
Online Leagues, so you could possibly 
coast by without updating if you Just 
play alone, but if you’re playing on the 
fancy new “Internet,’’ you'll want to 
have these fixes in place. 



You won't drop the item, but the game 
wont recognize that you still have it in your 
inventory and you can carry things in the 
same spotl You can still select both items 
that are in the same spots too, so put your 
plasma rifle on top of your GEP gun and use 
up only eight precious spaces instead of six- 
teen! I hope this helps some people through 
some sticky situations. — Michael Spina 
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Designer Strategies 

Secondary attacks in ALICE 


Programmer Joe Waters at Rogue 
Entertainment has some useful tips on how 
to kill a certain boss and how to use your 
weapons in general, Here’s what he had to 
share. 

Okay, since it seems that nobody uses the 
secondary eyestaff attack, and everybody 
(even the cheat and hint guides) thinks the 
second Queen is so goshdarnawful tough to 
beat, here’s a hint; Use the secondary eye- 
staff attack on the second QueenI Yay. The 
blunderbuss, despite its cool factor, does not 
have the highest damage/mana ratio in the 
game if you start with a full charge. 

Some additional points about weapons: 

■ Each boss has a weapon to which it’s par- 
ticularly vulnerable. 

■ The secondary eyestaff attack will drop 
projectiles on each visible enemy in 
sequence. If you’ve got 10 guys on screen 
and 10 projectiles, each guy will get blasted 
on the noggin once. 

■ Nobody ever uses the secondary icewand 
ice wall. Everybody complains about how 
hard the boss projectile attacks (Jabberwock 


eyebeam and breath. Red King and QueenI 
beam attacks, Queen2 projectile attacks) are 
to defend against. Somebody should try the 
icewall against them. 

■ At the entrance to the Tweedle fight (where 
the three swinging pipes are), there's that 
one clockwork automaton that is mostly out 
of range or difficult to hit. If you've got the 
jacks, the secondary Jacks attack will knock 
Tweedle into the mercury. 



Easter Eggs 

Gladiator and Sims secrets 




Spotlight Cheats 


Once you complete the game, these cheats should 

become active. Open your diary by pressing (FIJ and 

type in the appropriate code. 

behemoth Makes you larger 

bighcad Big Head mode 

cnnttouchthls Can't be knocked down 

carousel Slow Motion mode 

chenille Daodan Power mode 

elderrune Regenerate health slowly 

ffttloot Ammo and health 

llstsoflcgcnd Rsts of Legeixi 

glassworld Makes most objects breakable 

llveforovor God mode 

mlnimo Mini mode 

moonshadow Phase Cloak 

munltlonlreuy Creates many weapons 

rosetvoirdogs Last Man Standing mode 

loughjustice Gatling Guns mode 

shapeshifter Change Characters (with F8 key) 

auporammo Super Ammo mode 

touchofdeath Kill enemies In one shot 


KINGDOM UNDER FIRE 

While playing, press [ENTER), then type any of the foF 
lowing codes. Note, If you're In RPG Mode, use [.] 
Instead of [■■) 

-makomyday Enable Cheat Codes 
-baegopa Add 500,000 to All Resources 
-simsimhoo Pest Build 
-dayspring Reveal Map 
-godblessu Full Health 
-amosbemerciful Full Mana 
-knowicdgolspower Fast Marta Rejuvenation 


SEND US YOUR TIPS 


A DVD: Gladiator 

Go to the Storyboards menu on the supple- 
mental disc and chose Rhino Fight— a scene that 
never made it into the film. When the first story- 
board comes up, press the Up-arrow key on your 
remote control, which will highlight the rhino in the 
center frame. Press 'Enter,' and you can read the 
script for the proposed scene and even take a look 
at some of the CGI test footage prepared for it. 


THE SIMS 

1) Put The Sims disk into your CD- 
ROM/DVD-ROM drive. 

2) Wait for the Autopiay screen to 
come up. 

3) Look in the bottom left corner of 
the Autoplay Screen, and you’ll see 
the Maxis symbol. 

4) Click on the Maxis symbol. 

5) Enjoy this little Easter egg! 


Send your tips, tricks, and strategies to 
cgw_letters@zrffdavis.com 
(please put CGTIPS in the subject line). We'll 
publish three submissions each month. 
Please send genuine tips or strategies 
instead of cheat codes cut-and-pasted from 
the Internet. One winner will get something 
pulled at random from the 
Computer Gaming World BozoBin”! 
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Anywhere, Anytime, Always ' 

the leading edge of learning. 


. AlCS is now 

American College of Computers Information Sciences 

• Earn your B.S.or M.S.degree 

• No classes to attend 

• Self-paced study 

. l>!Prepare for a hi-tech job IIIIIIIIIIIIIIIMIIIIIIIMIIIIIII 

For a free catalogue cal! ■ 

1-800-767-2427 flmerican College 


accis 


or visit www.aics.edu 


Uompiiler $ Inluriiidlioii ScieiuiKs 


ACCREDITED MEMBER DISTANCE EDUCATION TRAINING COUNCIL 


ADULT CD-ROM • DVD • VMS VIDEO • THOUSANDS OF TITLES 

VISIT US AT: www.MidnightCD.com 

ALSO: www.MidnightCD.net 
PHONE OR FAX FOR FREE DETAILED BROCHURE 
CHECK OUT OUR ON-LINE LOW-PRICED SPECIALS Hll!!!l 


....$39 


DIVA X: BRITTANY $29 

DIVA X: N'J DE BAHIA $29 

HOT S BOTTLED (3 DISK SET) $39 

P-RNO POKER 529 

VIRTUAL S'X WITH ASIA CARRERA $29 

VIRTUAL S'X WITH JENNA JAMESON ..$29 
■ DVD INTERACTIVES / GAMES - 

DIVA X: BRITTANY DVD $29 

DIVA X: TAYLOR DVD $29 

VIRTUAL S‘X WITH JENNA DVD $29 

VIRTUAL S’X WITH TERA DVD $29 


■ OVD MOVIES - 

BLACK WARRIORS (GAY) DVD ... 

COLLEGE GIRLS DVD 

FREAKS OF NATURE DVD 

LOADS OF FUN DVD 

MIGHTY MIDGET DVD 


ORIENTAL LUST DVD ... 

■ CD-ROM STILLS / IMAGE DISCS ■ 
ACTRESSES UNCOVERED .. 


ADULT IMAGE LIBRARY 2 (2 DISCS) ....S2S 

NUDE CELEBS $19 

SHACKLES 2 $15 


VISA ■ MASTERCARD • AMERICAN EXPRESS • CHECKS - MIO'B 

ORDER TOLL FREE AT; 800-5 1 1 - 1 123 

or 323-468-9460 or FAX: 323-468-9464 
MIDNIGHT CD, 7336 SANTA MONICA BLVD. - PMB 734 
LOS ANGELES, CA 90046 - U.S.A. 

FREE SHIPPING WITHIN U^S. A. ON ANYTHING IN THI S ADIII 


Coming Next Month: 

10 HEW GAMES 

Close-up previews of 

Sigma 

Battle Realms 
Dungeon Siege 
Arcanum 

MechCommander 2 

and 5 more coming attractions! 

PLUS; In-depth player's guide to 
EverQuest. Maps, tips, and strategies 
for leveiing-up fast. 
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INSIDE GAMING 


I]NSID:1^MASSIVELY multiplayer 


I by Thomas L. McDonald, DPS • cgwleners@zinda«is.com~| 


Massively Overcrowded 


Too many MMRPGs in the works means some are doomed to failure 



I’M NOT DEAD YET! DARK AGE OF CAMELOT 
is one of a number of upcoming MMRPGs 
that must make themselves heard above a 
lot of noise In the coming year. 




O onc tiling is certain about the nuiltiplaycr licvclopincnt boom: A miiltiplavcr development 
bust is coming down fast. Every time i do research for this column, I lind new massively- 
multipl.iycr titles cropping up like ticks on a sow’s belly. Usually the work of small startup 
dex’elopers with high hopes and shallow pockets, more of them are marked for (allure than success. 

The sad thing is, some of them look prett)- good. They’re the work of people with a true love tor the 
format and a desire to bring something fresh to the increasingly stale massively-multiplayer world. 
Among the newcomers to the preview pages are; 

Dawn: “Set to revolutionize the way we think of and play computer games. Hy incorporating aspects 
from nearly every popular game genre (RJ’G, El’S, RTS), 

Dawn will he a reality in which plavcrs will have true 
tfeedom.” — wns’w.glitclilcss.com. 

Addlion; “Adellion is placed in a world that outdis- 
tances other worlds in sheer size.” — from www.adcl- 
lion.com. 

Dark Age of Ckimelot: “Unlike traditional role-playing 
games in which a player’s greatest challenge is lighting 
computer-controlled moii.sters, players in Camelot will 
come face-to-face with their greatest challenge yet, other 
players.” — svssnv.darkageofcamclot.com. 

Dominion of the Stars; “Dominion of the Stars is a 
combination of space shooter/RPG that will concentrate 
on long-term playability and te.unwork.” — www.digi- 
taleuphoriasoft.coni . 

Project Entropia: “The idea is the creation of one huge 
game world where all pkiyers, irregardkss of there being 
10,000 or 100,000, find rhemsclvcs together. Project 
Hutropia is the bigge,si undertaking ever made by one 
single on-line game.” — ww’w.project-cntropia.com. 

Ncocron: “Neocron is an online RI’G/e-Comnumity hybrid set in a 27th century metropolis.” 
— wsvw.neocron.coni. 

Horizons: “By far the most ambitious game of its type currently in development.” — wss'sv.artafact- 
entertainmcnt.com. 

The 4th Coming; “A massively multiplayer online role-playing game developed by Vircom 
Interactive.” —www.the4thcoming.com. 

And so on. No mailer how good many of these sound, they’re beginning to blur together. Some have 
good hooks, such as die Arthurian settings of Dark Age of Camelot, the chance U) earn cash in 
Entropia, and the graphics of Horizons. Almost all have meticulous world fiction.s and amhi- 
tious features. Of course, it costs nothing to create fiction and design docs, and plenw to 
implement netcode. In )une, Artifact was getting ready to shut the doors on Horizon due to 
lack of flmding. Although a month later, the company “received private funding to contin- 
ue,” Artifact added that “more financing is needed to complete the project.” 

Artifact’s story could prcin’ much be repeated for every innovative new independent 
online game. The scramble for money, attention, market share, and warm bodies never ends. 

It costs millions to tio an online game properly. Without the iuvolvemcm of a major pub- 
lisher, mo.st of these titles will never see completion, or will struggle for a short time and then 
fade away Online gaming isn’t like regular development, where something is created and 
released; the.se are products with a pretn’ hefty ongoing support infrastructure. While the 
work of these developers is orten quite exciting, it's also leading to a continual balkaniz.ition 
of a finite online gaming market, and a market tliis small can’t sustain ftirthcr fragmentation. 

.Add to this the rapid retreat of investors from aimhing that reeks of dot.com-ne,ss, and you 
a prctu’ bleak fltreeasi for the indies. 


A Few 
Good Utes 


Handy Tools for 
ASHERON’S CALL Geeks 


■ Mad little programmers are 
always scurrying like fevered mice 
over their favorite gamecode, trying 
to make useful utilities to help us 
all. You can find links to all these 
ASHERON’S Call utes and more 
{as well as some valuable macro 
programs) at www.tjp.it/wiz- 
ard/ac in the Downloads section. 

The AC Database: Lists and 
tracks items, crafters, monsters, 
weapons, and more. It has a large 
database that you can easily 
add to. 

SplitPea (Spell Database and 
Taper Program): This very valuable 
tool for managing spell research 
takes some of that scary random- 
ness out of taper calculation. A 
must for Mages. 

AC Location Tracker: This 
location monitoring utility will lead 
you back to your corpse every 
time, as well as calculate the 
shortest paths and display por- 
tals, lifestones, and more. 

AC Explorer: Updated database 
and detailed regional maps, right 
down to roads and buildings. 
Customizable and searchable, 
with a path calculator built in. 


mm:.,.-' r st. 1 
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INSIDl^STRATEGY 


ay Robert Colley • rotiert_cottey@zifldavls.c^ 


Letting Go and Letting G.O.D. 

Gathering of Developers adopts Bungle’s bouncing baby 




W hen Microsoft engulfed and devoured Bungic Soft\varc in order 
to plop a bright and shiny HALO on top of the Xbox, the PC 
gaming communiu’ squealed, “It bums! It burns!" applied some 
soul-soodiing ointment, and dien set about wondering what diis meant for 
fiicure Bungie tides. Moreover, they wondered what it meant for die survival 
of Bungje’s signature MYTH franchise. Would this CGW Hall-of-Famer die 
ignominiousK', or would it be just one more reason to buy Microsoft’s con- 
sole this winter? The answer nirns out to be: Neither. 

The license has been secured by Take 2 and will be shepherded by 
Gathering of Developers — and whether that means it’s safe and sound 
remains to be seen. 

MYTH III: THE WOLF AGE, a prequcl to the series, is rather unique 
among sequels since it will be developed by a gioup of people who had noth- 
ing to do with the creation of the original. While this has happened recendy 
(BioWare picked up die MDKIicense from Siiiny Enlertainmcnt), it’s almost 
unheard of for an entirely difterent company to carry the banner crafted by 
another. Sure, games like the MECHWARRIOR series have been put out by a 
slew of different companies, but FASA was always tliete liehind the scenes, 
watching over their baby. Bungie is not involved with MYTH III at all. 

And this is the point at wiiich the hardcote Mn'H finis miglit start to panic, 
especially the Mac aficionados w'ho had always been so well served by 
Bungle’s commitment to dieir platform. But remarkably, the MYTH 
community hasn’t been standing in a corner [Hilling out their hair and chew- 
ing their lists in consternadon. This is w'eird, considering that die game’s 
designers, Mumbo Jumbo, are an offthoot of the action-oriented Riuial 
Entertainment; w'hile team members have worked on a number of games, 
including FALLOUT, HEAVY' METAL: FAKK 2, and the QUAKE mission 
pack SCOURGE OF ARMAGON, MYTH III will be dicir first strategi’ title. 

But Mumbo Jumbo is confident they can live up to the MYTH legac}’. This 
is due in large part to a refreshing lack of desire to make die game “theirs." 

Lead designer Scott Campbell puts it this way: “When watching a movie 
based on a book diat I have already read, it bugs me to no end to watcii how 
it was bastardized onto film. I truly 
hate it when a great idea is ruined 
just so someone can exert dieir own 
creative interests that vandalize the 
intentions of the stoty'." This atti- 
mde would seem to be the very 
marrow of Mumbo Jumbo’s 
approach to MYTH 111. The .scries 
has a great ganieworld, unique char- 
acters, and a trendsetting style of 
play, so why would Mumbo Jumbo 
want to mess up a good thing? On 
die contrary, they only wiuit to 
expand and improve, widi die most 
obvious augmentation being a 
sweeping graphical overhaul, 
including fiilly 3D units (no more 
sprites), 16-bit terrain textures with 


detail mapping, 3D flora diat blows in the wind, and more. 

And why would they want to alienate a huge segment of dieir audience by 
excluding some of their most ardent fans? Bungie may have gone over to die 
dark side, but Miuiibo Jumbo (which is deeply involved in porting many top- 
shelf games from PC to Mac) is firmly committed to niaiiuaining MYTH’s 
tradition of simultaneous release on bodi platforms. To further seal the deal, 
Mumbo Jumbo has enlisted the help of some of die top p.irticipants hi the 
MYTH mod community, including Iggv’ Popped, Fisj, and the man responsi- 
ble for the wildly popular World War II Recon mod, SANTA’S HEAD. 

It all sounds good, and Bungic has to be p!c.ised with the stewardship. 
Unfbminately, Microsoft declined to offer any of Bungle’s views at this rime, 
so we’U have to leave it at that. CG Wwill have an in-depth l(Kik at iMYTH III: 
THE WOLF AGE as soon as G.O.D. and Mumbo Jumbo let us. 23U 


Conspiracy Theory 

■ Nowadays, when a game company announces that it’s 
releasing an expansion pack to a popular game that's free, 
we're almost willing to praise it on principle alone. GROUND 
CONTROL: DARK CONSPIRACY is such an expansion pack, 
giving owners of Sierra's original title 15 new single-player 
missions and a few new multiplayer maps, as well as a new 
playable faction with its own unique units. The new missions 
don't offer much in variety over the gameplay of the original GROUND CONTROL, and the new units and 
weapons of the Phoenix Mercenaries aren't very interesting either, save a really cool flamethrower tank. But 
if you’re nuts about GROUND CONTROL, then your $4.95 in shipping and handling fees will be well spent. 
-Tom Price 
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by P. Stefan "Dessiock” Janicki • [lesslock@dessiock.Gom 


D&D Voted Off the Isle? 

Thanks to Hasbro, Black Isle’s D&D run may be ending 


S tep away frtim tli.u me, Fioggcr-lio\'S. 

R(ilc-pl.iyiiig (Rl’G) Ians trembled wlieii Ha,sbro acquired con- 
trol over tlie licensing of Diiujjcons 6' Dra^mts { D&D) computer 
games, and just a year later, the company has lived tiii to the fans’ low- 
est c.spectarions. Hasbro had already proved that it had limited interest 
in hardcore games \\’hen it scuttled the acclaimed l-ALCiON series and 
other projects of industry pioneer. Microprose. No\\’, H.isbro has 
thrown into question the future of D&D computer adaptati(ms, just 
when Interplay’s Black isle Studios proved it could do no wrong with 
the license. 

Hasbro still owns the D6'D franchise but has sold Inf()grames the 
exclusive right to create ctunpurer 

games based upon Ha.sbro properties, 

including D6''D, for the next 15 to 20 
years. The existing D&D licensees — 

Black Isle and SSI — will be able to pro- 
duce D&D games until the terms of 
their existing licenses expire, but then 
the computer gaming future of D&D 
will be in the unproven hands of 
Infogrames. 

Infogrames is one of the large.st pub- 
lishers in the world, but it ilocsn’t have 
much experience creating RBGs, and it 
lacks Black Isle’s veteran devdopmejit 
teams. Infogrames produced the great 
adventure game, OUTCAS'!', which should gh’c D6'D fans some com- 
fort that the franchise isn’t being thrown intt) the abv.ss, but it’ll likely 
take Infogrames .some time to become competent adapting D&D's 
complex rules. Hvcji InterjiLiy inflicted poorly conceived dreck like 
BLOOD S: MAOIC and DlLSCKN'T TO UNDIiRMOUNTAlN on gamers 



before it started producing gems like PLANKSCAl’H: TORjMKNT. 

Of course, Black Isle can still prodtice non-O^'D RPGs, and many 
Rl’G fans prefer the futuristic FAl.l.OUT games to Black Isle’s D&D 
offspring anyway. It’s even po.ssible that Infogrames will continue to 
allow Black I.sle to produce D&D games, although that scenario is high- 
ly unlikely given that Interpilay is a direct competitor. SSI and 
Stormfront Studios also are apt to be denied the opportunin’ to contin- 
ue their new gold box D&-D scries following POOL OF 1UI')IANCH ; 
RUINS Or MYTH DlLANNOR. As an independent developer, 
BALDUR’S Gath developer Bioware could agree to create D&D games 
f(>r Infogrames, although the companies don’t currently know each 
other well, and Bioware is already focusing on 
a Star Wars Rl’G for LucasArts. 

For at lea.st the past year, Hasbro has tried to 
design an online-only D&D game, but its 
visiem for a multiplayer version of D&D was 
somewhat preempted by Bioware’s ambitious 
design for Ni-A’KRWINTER NIGHTS. Hasbro 
ahso may have found it difficult to recruit an 
c.vpericnced development team with the neces- 
sary expertise for creating online games. 
Hasbro’s reltictancc — or inability — to u.se the 
D&D licen.se it acquired a year ago may be the 
only positive result of its brief tenure as keeper 
of the franchise — at least the company didn’t 
shovel out hastily assembled rubbish in order 
to leverage off of Black Isle’s .success. But it’s pretty sad if the highlight 
of Hasbro’s D&D legacy is in >iot creating anything. Once again, 
gamers may see the end of a popular 
series because of Hasbro. 


Blizzard’s Online Woes 


Will the cost of battling hackers mean 
fewer online freebies? 


■ The availability of Blizzard's 
BattleNet service was one of the 
main reasons DIABLO was such 
a colossal commercial success, 
and it proved to be the catalyst 
gaming companies needed to 
regain faith in the RPG genre. 
The free services offered by 
BattleNet and Westwood Chat — 
and the release of QUAKE with 
an online component - largely 
aborted the pay-per-play ambi- 
tious plans of the entrepreneurs 
who founded TEN, Engage, and 
Mplayer. RPG fans and other 
gamers rejoiced. 

Then the hackers struck. Since 
data was stored on a user’s com- 
puter, it was readily accessible 


for modification. Open, non- 
password-protected BattleNet 
DIABLO games became essen- 
tially unplayable. DIABLO II was 
successfully redesigned to avoid 
replicating those problems, but 
the BattleNet log-on procedure 
recently proved to be susceptible 
to persistent hacking attempts. 
Players lost valuable items or had 
their experienced characters 
assassinated. To Blizzard's credit, 
it addressed the problem and 
undertook to retroactively repair 
the damage done. But since the 
game’s release. Blizzard has had 
to devote a ridiculous amount of 
resources to keeping its free 
BattleNet service running 


smoothly and securely. 

Since Blizzard’s games 
are commercial blockbusters 
- at least in part because of 
the availability of BattleNet - 
the company will likely continue 
to maintain the service. But 
smaller companies have probably 
avoided launching comparable 
services because of Blizzard’s 
problems. With online advertis- 
ing models imploding and 
hacking attempts getting more 
prolific and sophisticated, other 
free services like the Zone and 
Mplayer may not endure in their 
current forms. RPG fans often 
play multiplayer games with 
familiar groups of players, and 



since the 

host of games like ICEWIND 
DALE can boot obnoxious 
players or restore saved games, 
there’ll still be plenty of oppor- 
tunities to play multiplayer 
RPGs. But it would be a real 
shame if the persistent efforts 
of hackers have lessened the 
viability of free online services. 




I by Tom Price « iom_price@zindauis.Goni 



Xbox comes out of the closet. Be not afraid. 


T 


A; 


■ In the spirit of this issue’s Game of 
the Year awards, I'd like to call out 
some of my favorite console games 
from the past year. In no particular 
order; 

Jet Grind Radio (DC) One of the 
most unique and interesting-looking 
games around, JGR turned out to be 
as fun as it was weird. 

The Legend Of Zelda: Majora's 
Mask (N64) I thought OaRINA OF 
TIME couldn't be topped, but I was 
wrong, The first truly 4D game I’ve 
played. 

Perfect Dark (N64) GOLDENEYE is a 
personal favorite, so PERFECT DARK 
was a must-have. The sheer variety 
of gameplay options make this one 
of the most replayabie FPSs since 
UNREAL TOURNAMENT. 

NFL 2K1 (DC) The best football 
game on any platform. Period, 

Tony Hawk Pro Skater 2 (DC, PSX, 
PC) I think I'm going to need a 
12-step program to help me with my 
THPS2 problem. 


II Bill Gales seems to d(j anymore (besides usiiii’ liiiii- 
dred dollar bills as roiling papei-s) is give keynote 
L..iddrcsses at major technology-related trade shows, so 
it’s only noteworthy when he has a big Mierosoii annoiinee- 
ment or product to unveil. And boy liowdy, did he have a big 
product to unveil at the Consumer Idectronies Show in Lis 
Vegas on January 6th, 2001. 

Gates tinalli’ opened liis kimono and showed us wliai the Xbox, 
Microsoft’s entry in the next-generation console wars, would actu- 
allv look like. Reactions to the higlily anticipated work ot industrial 
design niiigcd frt)m “cool" and “spifA’’ to “Does that green tiring 
light iipr" and “Man. that controller looks like a Dreamcast and a 
I’lavStation controller did it and had a baby." Well, 
okay — that was my reaciion. 

Tire final feature set was also announced, and it 
was surprisingly close itr what we reported it w ould 
be when Dave Salvator broke the Xbox story in the 
December 1999 issue of C.Yi’lV. in short; a 7.T3MH/. 
processor, nVidia graphics cliipset (we called tlrat 
one), 64MB of memory (that one too), DVD-ROM 
(vep), 8 MB liard drive (close, we said 6), and an 
Htlrernet port (doli, we said a f>6K modem — but hey, 
it was 1999!). 

But instead of going into all the physical details of the system (check the February 2001 issue of our 
sister maga/ine, Ekctyonic (Iniiiiiijj Monthly, lor an outstanding exclusive on the dex elopment of the 
Xbox), we thought we’d make a quick list of Xbox pros and cons; 

PRO: It's Microsoft. You can't say tlrat word and imply inherent qualin’ all the time, but wlreii it 
comes to games and game developers, the boys and girls in Redmond know good ones when they see 
them. And Fid Fries is one trf the few bigwigs in this industry who's worth listening to about what 
makes games good. 

CON: It’s Microsoft. Ok.rv, thev can do peripherals — the SideWinder .series of game controllers are top- 
notch— but the Xbox is some full-scale consumer electronic shiznit, if you know wh.rt I'm s.iying. This 
Ls uncharted territory ibr them and for us gamers a.s well. 

PRO: Sexv technologv. 1 could make some pithy statement about drooling on and/or soiling myself, 
but I won't. Let's just say that the numbers lotrk hot. 

CON: Where’s the U.SB? We were hoping for a bit of expandability in our Xboxes. Isn't that the (brcc 
that drives the MM business model? 

CON: DVD movie playback. You’re telling me that I have to buy a separate remote just to w.uch 
movies with the DVD player? There’, s an offer that I can easily refuse. 

PRO/CON: T'he games. Granted, it’s way too early to assess the game lineup for Xbox, but a couple ot 
titles are so must-have that they could .sell the box alone. Of course I’m talking abtrut FIAI.O, MiiTAI- 
GEAR X, and FIAI.O, Yes, I'm aware 1 said HALO mice. On the other hand, what’s up with Gates 
trotting out THE ROCK? Does the world need another flickin' wrestling game? And does Bill really 
think that he's t.ipping into the lifeblood of console gaming culture by catering .specifically to wre,stling 
fans? That’s like .selling the late,st nVidia 3D card by showing otf DEER HL’NTER 3D. Karth to Bill: A 
lot of gamers — both PC! and console — are intelligent, mature adults w ho prefer games like PARAPl’.A 
THE R.APPER and SAMBA DE AMIGO. Get a clue. 

Ultimatelv, it will be the games that make or break Xbox. Microsoft is even banking on a flagship 
character called Malice to compete with the Marios. Sonics, and Crashes of the world, wiiile giving 
successful franchi.ses like OnnWtiRl.l) and TONT HAWK another chance to shine. As lung .is they keep 
a games-lirsi .ittitude, Microsoft should have no trouble taking over the world. W.ut a minute... S3I7 



Tby Audrey Wells • gamedanie@gcliloinain.coii] 


Maniacal Days of Adventure Gaming 

Paying homage to the wackiest LucasArts iegacy 


I don’t exactly have money pouring oin of my ears (being the poor col- 
lege student that 1 am), so 1 can't afford to buy every ne\\' adventure 
game that comes to marker. In order to allay these times of want, it’s 
necessary to ninimage around in the closets, dig up some of those older 
games, and reminisce about the “good old days” of adventure gaming. 

House of Freaks 

Surely you tellow adx’cinurc addicts remember 
the legendary iMANIAC MANSION', designed by 
Ron Gilbert (of MONKKV ISLAND lame) and 
Gary Winnick, first released in the mid-8()s bv a 
small company called Luc.isl-ilm Games, 'rhotigh 
it has faded somewhat over the years, the game w.is 
huge at the time, released for multiple platforms, 
and even inspired a TV series of the same name. 

MANIAC Mansion completely transibrnied 
the adventure genre. The I’G version featured 
state-of-the-art KGA graphics: a whopping 16 
colors! It had a revolutionary point-aiul-eiick 
interface system that replaced the then-standard 
te.xtual interface wherein the player hail to type 
in each command. My point is that MANIAC 
Mansion wasn’t just “another adventure 
game.” It redefined what advent 
they were created, and how they 
Plus, it helped to determine L 
as a major adventure game company — a status it 
arguably still has today. MANIAC MANSION was 
so successful, in fact, that all of LucasArts’ 
adventure games prior to GRIM l-ANDANGO 
were based on some form of its engine, the now- 
legendary SCUMM (Script CTeation Utility (or 
MANIAC MANSION). 

In iMANIAC MANSION, you controlled a group of three teens into 
the lair of the insane Dr. ITed Hdison, his wacky family, and an evil 
meteorite to rescue a cheerleader from im]K’nding brain suction. You 
selected your rescue party from a ragtag group of seven teens, each pos- 
sessing special skills that affected how you wotild progress through the 
game. By today’s graphical standards, the seven main characters were a 
bit misshapen with reddish, inersized heads that never stopped smiling. 
They looked like they had gone through one too many nuclear meltdowns 
of the Mansion. But you had to love ‘em. Remember Bernard, the panicky 


nerd with a pocket protector, diick black glasses, and pants up to his 
armpit.s: I’m not surprised that he’s the only one of the MANIAC 
ALANSION teens to make it into the sequel, DAY OF THE 'I'ENTACLE. 
And who can forget the Tentacles and the Hdisons — especially the horrific 
Nurse Hdiiar I’ve seen some pretty scary-looking monsters in adventure 
game,s, but nothing tops 
that q'an-skinned, pixeiat- 
ed family of freaks. 

Now that I think about 
it, I’m not even sure that I 
ever finished MANIAC 
MANSION. That game 
w'as incredibly difficult, 
with the typical Luca.sArts 
brand of absurd “logic.” I 
mean, really, who would 
chink of giving soda to a 
human-eating plant? To 
make matters worse, die 
number of w'ays to get 
killed verged on ludi- 
crou,s. One wrong .step 
and the Mansion w'ould 
disintegrate (w'hatever 
you do, don’t push the 
big red button). I don’t 
know if it’s even po.ssible 
to play and beat it with- 
out a walkthrough (while 
maintaining your sanitx', 
of course). 1 challenge all 
of you adventure maniacs 
to dredge up your old copy of MANIAC MANSION and check it out. 
Can you beat it without a walkthrough? Or even better, can you do 
it without dying once? 

Rsturn of the Tentacles 

D.AY OF THE TENTACLE, the impressive sequel to MANIAC 
Mansion, was released in the early 90s. The game, designed by Tim 
Schafer (of GRIM F.AND.ANGO fame) and Dave Grossman, w'as in 
many ways a vast improvement over its famous predecessor. Bv this 
time, Lucas.Arts had implemented their famous “no dying” policy in 
advennirc games. No matter what you did, you couldn’t kill 
yourself in this game, which reduced a lot of the frustra- 
tion of the earlier game. Also, graphics technologx’ had 
advanced greatly, and DOTf adopted an appealing cartoony 
stx'le, along with a wack\', humorous storyline. This game is 
still available, and even includes MANIAC ALANSION inside 
of it! A great deal if you’ve never played them before. 

Until Next Time... 

Remember the expression, “The older the violin, the 
sweeter the music?” Respect your elders. Pull out .some of 
those gracefully aged games and give them another shot. 
Meanwhile, send your comments and criticisms to 
gamedame@gddomain.com. K'i'.'i 


Day of the tentacle Tlie brilliant sequel featured tlic unforgettable Bernard. 







By Bruce Geryk » ceremonv@netB6.Gom \ 


Blazing Computers 

World in Flames has been ported to the PC — almost 




W ith the deartli of strategic-level wargaines in recent 

years, it's hanily surprising that wargamets have lieen 
clamoring for their favorite lioardgames to be converted 
to the computer. 

Avalon Hill’s THIRD REICH was the lirst port of a major strate- 
gic World War II boardgame to the PC, but it met with mixed 
reviews for its cliimsv implementation and poor Al. In 1997, 
Decision Games (www.dccisiongamcs.com} released COMPUTER 
WAR IX EUROPE. 

Programmed entirely 
by one person 
(Gregory Ploussios, 
then a law student in 
Boston), the game 
made it possible for 
two or three people to 
play an email game of 
the monster classic 
from SPI, and have the 
computer enforce all 
the rides- 
Unfortunately, 

COMPUTER WAR IN 
EUROPE had no AI, so 
its appeal was limited 
to those who were will- 
ing to spend months 
or years exchanging 
fdes, or who wanted 
VO play both sides with 
the computer acting 
as referee. 

Third Time’s 
a Charm? 

With two of the “big 
three” strategic WWII 
boardgames in digital 
format, it was perhaps 
inevitable chat someone 
would tackle the third. 

Australian Design 
Group’s WurM iu 
Flames, which covers 
both the EAiropcan and 
Pacific theaters, has won 
numerous awards and 
built a following among 

boardgamers; a computer version seems natural. Chris Marinacci, 
the sole programmer working on the project since its inception in 
February 1995, has llnally gotten to the point where a release date 
is in sight. The fact chat he’s doing it in his spare time (he has a 
full-time job), and that he’s gone through numerous moves as well 
as a divorce and remarriage during this period has understandably 
delayed the game. Still, six years? 

Chris told me that while the above factors played a big role in 
the delay, another cause was the “interlocking nature'' of the 


SOLOMON'S SERENADE The Pacific Theater isn’t neglected, either. 


World in Flames rules. “I was assuming that the programming 
time would be proportional to the size of the rules,” he said. 
“Because of the way that the various systems interact, though, 
an arithmetic increase in rules causes an exponential incrca.se in 
programming time.'' 

“For example, one of the features that I felt was most needed 
was an undo function for moves. At first glance, this doesn't 
appear to be too complicated. Voii just save the original location 
of the unit and move it back to that 
hex when its move is undone. Since a 
mtive can change the supply status of 
other units, though, you shouldn’t be 
able to undo the move of a unit alter 
you have moved units for which it 
affected the supply status. So, the 
.solution is to keep track of which 
units have been affected by the moves 
of other units. This provides the 
maximum flexibility, since you can 
always undo the move of a unit as 
long as it has not affected other units 
which have subsequently moved 
(unless you undo the moves of the 
affected unitjs] first).” 

Blitzkrieg Imminent 
As of this writing, about 95 
percent of the game code is in place. 
Unfortunately, to get the game out 
the door, work on the AI has had to be 
shelved for the time being. A “pre- 
relea.se” version will ship in March, 
which will sell at a 33 percent discount 
tiffthe full version. Purchasers of the 
pre-release will he able to buy the lull 
ver.sion for half price. Still, this option 
will disappoint those anxious to play 
solo games against the computer. 

"I can understand how petiple led 
about an AI,” said Chris, “but without a 
computer game publisher backing us, we 
don’t have the resources to create an AI 
in a relatively short amount of time, and 
people have been waiting for this game 
long enough.” Once the pre-release 
ships, sales will determine how much 
monev can be spent oji additional people 
to work on the AI. “I would guess that 
|AI programming] would lake at least six months in absolutely 
ideal conditions, with a more realistic estimate being at least a 
year,” said Chris. “Even then, I doubt very much that the .AI 
will be challenging enough tor anyone other than the most 
beginning player.” 

World in Flames is an absolutely superb design, and a computer 
version will be quite welcome. But the search for the perfect solo 
strategic World War II game will likely continue. 

F'or more information, visit www.a-d-g.com. an. 233 




DoarkusSpeak 

Sadly, Jeff has been bitten by the EVERQUEST bug. Let us weep. 


"HeU is other people" 

Jean-Paul Sartre, No Exit (1944) 


Y ou gotta hand it to them old dead French 

philosophers. They did not mince words. "Hell 
is other people"— nice, huh? Same to you, fella. At 
least we're not other French people. 

The thing is, though, I know where Jean-Paul was coming 
from. I’ve never really been a big fan of other people, either, 
especially if it involves having to talk to them. This is why I 
like computer gaming. It lets me avoid that whole "human 
interaction" thing. It's something I can do by myself that I 
don’t have to be ashamed of should I get caught, like my 
other main hobby. 

For me, then, this whole "massive multiplayer" thing has 
been a problem. As CGW's role-playing editor, it's my job to 
cover these games, but I've never been able to muster up 
much enthusiasm. Part of that is the medication I'm on, 
sure, but part of it is also just the style of gaming itself. 
Games like ULTIMA ONLINE, 

ASHERON’S CALL, MERIDIAN 
59, DARK SUN ONLINE have 
always freaked me out. Every 
time I log on, I feel like I’m 
crashing someone eise’s party, 
where everyone knows every- 
one else except me. 

Thousands of people frolicking about, happily yakking, 
while I'm standing alone, lost, and with nothing to do— until 
I get killed by a rabbit and have to restart. Ten bucks a 
month to feel like the new smelly kid at school— gee, where 
do I sign up? 

So I'd try for awhile, and then give up. If I couldn't break 
into the social strata. I’d rebel, out of spite. I'd follow people 
around and annoy them on purpose. “I know where the trea- 
sure is! Follow me!" I’d say. Once, in ULTIMA ONLINE, I 
crashed a guild meeting, and refused to leave, saying things 
like, "Hey, did anyone watch Alf last night?" and “All those 
who want me to be guild president, raise your magic wands! ’’ 
Okay, so I had an attitude problem. I admit it, I admit that 
I might have had better luck making friends in ASHERON’S 
CALL if I hadn’t spent all my time in the middle of town, 
jumping up and down and yelling at everyone "let's 
Jazzercise!” 


It was with feelings of trepidation, then, that I finally sat 
down over the last two months to give EVERQUEST, the 
most popular of all MMRPGs, an admittedly belated shot. 
The result has been catastrophic. 

I am addicted to EVERQUEST in a way that happens to me 
only rarely, WARCRAFT II did it. So did HEROES OF MIGHT 


AND MAGIC II. And DOOM. I am playing it all the time, con- 
stantly. I’m staying up way too late, and— here’s where it 
gets really sad— I am actually getting up early, just to play 
this damn thing. Every waking moment not in front of 
EVERQUEST involves me scheming to somehow get back to 
EVERQUEST, 

Doarkus, my 12th Level Dwarf Paladin, has become the 
kind of aggressive, ambitious social climber that puts ray 
other self, that Jeff Green guy, to shame. Green can’t get his 
work done, but there is no quest in EVERQUEST that 
Doarkus is not willing to stay up all night to compiete. Ever 
in pursuit of some kick-ass armor or weaponry, ever on the 
hunt for bigger and badder monsters, Doarkus trudges 
through Norrath with a single-minded obsession. The 
game's reward system is insidiously compelling. And there’s 
that glorious DING— the most supremely satisfying level-up 
sound I’ve ever heard in a game. 

And the social thing? Amazingly, I like that too. I’ve come 
around. Usually, it’s just a matter of getting down to busi- 
ness, which helps. “Wanna go kill some ores?" someone will 


ask. Well, of course I do. If only I got offers like that in real 
life, I'd be less of a social retard. 

■ ■ ■ 

One night, at about midnight, it all came together for me. 

I was grouped with four people, and for a moment we 
broke out of character to reveal our "real-life" personas. 
There was a father and son from Ohio, a woman from 
England, a guy in New Zealand, and me. Just then, a 
friendly druid came by and turned us all into wolves. We 
laughed at our lupine forms, and then took off through the 
forest, anxious to test our new powers. Five of us, from all 
around the world, howling under a digital moon. It was one 
of those sublime, transcendent gaming moments I live for, 
where my computer screen and office melt away, and I am 
truly— if just for a moment— in another world. 

I don't really know if Verant does this better than the 
other guys. All I know is with EVERQUEST, I’ve finally 
gotten the massive-multiplayer religion. I’ve learned how 
to play with other people and enjoy it. So now that I finally 
get it, please take this damn game away from me. My 
family, friends, and bosses are begging you. 

Doarkus bows to Tayishaa Solstealer, 24th Level 
Necromancer, wlio rescued his corpse from a reaJiy bad scene. 
Send him a Tell at jefLgreen@ziIfdavis.com. 


<<Ten bucks a month to feel like the new smelly 
kid at school - gee, where do I sign up?’’ 


Computer Gaming World (ISSN 0744-6GG7) is published monthly by Ziff Davis Media. Inc., 28 £. 28fh St,. New York. NY 1D016. Subscription rate is S27.97 for a one-year subscription (12 
issues). Canada and all other countries add SIG.OO for surface mail. Postmaster; Senrl address changes to Computer Gaming World, P.O. Box 57167, Boulder, CO 80328-7167. Canadian GST 
registration number is 865286033. Canada Post International Pub's Mail Prodrtcl (Canada Distribution) Sates AgrEumeiit No. 1058649. Periodicals postage paid at New York. NY 10016 and 
additional mailing offices. Printed in the U.SA 



is it a notebook 
that doubies as 
an entertainment 
center or an 
entertainment 
center that 
doubies as a 
notebook? yes 










Multimedia Mobile Desktop 

■ Intef Pentium® III Processor at 800MHz 

■ 15" Super XGA+ TFT Display ■ 128MB 100MHz SDRAM 

■ 20GB' UltraATA Hard Drive 

■ Fixed 8X Max DVD-ROM Drive 

■ 4X AGP 32MB ATI Mobility'“-M4 3D® Video 

■ Internal 56K Capable' FaxModem 

■ 59WHr Li-Ion Battery ■ harman/kardon" Audio 

■ MS® Works Suite 2001 ■ MS' Windows' Me 

■ 3-Yr Limited Warranty' 

■ 3-Yr Next-Business-Day On-site Service* 

■ 1 Year of DellNet " by MSN-' Internet Access'" Included 

<tOATO E-VALUE CODE 

^ A*## y 89003-800324 

ASK US ABOUT NO PAYMENTS FOR 90 DAYS. 

DELL RECOMMENDED UPGRADES: 

■ Add Modular 8X Max CD-RW, S249 

■ 15" Ultra XGATFT Display, add S199 


Introducing the Dell’" Insplron’" 8000. The most 
complete multimedia capabilities ever featured 
in a notebook. 

With the Dell'" Inspiron'" 8000, you can carry your home 
entertainment system and your computer with you. Innovations 
like the 32IVIB video with 4X AGP graphics and harman/kardon’' 
audio deliver sharper images and smoother transitions to 
bring games, movies and streaming video to life. And with 
dual optical devices, you can watch a DVD movie and burn 
a CD at the same time. With a notebook this fast and this 
powerful, you can do more wherever you are. It's just one 
more way Dell helps you get the most out of your PC. 



Pentium®/// 


iK»LL4nne»com 

contact us today 800 . 953.6012 www.delUme.com 


Includes Windows Millennium Edition — the home version of the world's favorite software. 

• ici . .'I I c.':.s may apply, Musi regfsliT wiltiifi MOnys cil recuiving r.aiiipiilof nnil accepl DclINct/MSNTerms o) Service 




for newer 
technology, you’d 
need government 
clearance. 


Dell’s latest and greatest technology can be 
yours with or without the background check. 

So you forgot to return a few library books and couldn’t get into the FBI 
Academy. Well, here at Dell';’ we don't discriminate. All of our customers 
are afforded the latest and greatest technology. Like the Inspiron"' 8000 
with unbelievably smooth, clean graphics - it's the ultimate balance of 
uncompromising performance and mobility. And, of course, we have all of 
the latest in printers, scanners and software. So call on us to help build 
your perfect system or choose from one of the great systems below. 
Even easier than getting a library card. 



Dell " Inspiron " 8000 Notebook 


DELL” NOTEBOOKS: 


DELL™ INSPIRON™ 4Q00 IIdEU^NSPIRON'” sooo II DELL" INSPIRON'" sooo 


Thin and Light 

■ Inter- Celeron'" Processor at 700MHz 

■ 14.1" XGATFT Display 

■ 64MB 100MHz SDRAM 

■ 5GB^ Ultra ATA Hard Drive 

■ Modular 24X Max CD-ROM Drive 

■ 2X AGP 8MB ATI Rage Mobility "128 3D' Video 

■ Internal 56K Capable® FaxModem 

■ Li-Ion Battery with ExpressCharge " Technology 

■ MS' Works Suite 2001 ■ MS' Windows® Me 

■ 1-Yr Limited Warranty® 

■ 1-Yr Mail-in Service 

■ 1 Year of DellNet " by MSN® Internet 
Access'® Included 

$ 1349 ... 

No p.iymenis for 90 doys. E-VALUE Code: 39004-800313 


Multimedia Mobile Desktop 

■ Intel® Pentium’ III Processor at 650MHz 

■ 1 4" Super XGA-)- TFT Display 

■ 128MB 100MHz SDRAM 

■ lOGB ' Ultra ATA Hard Drive 

■ Fixed 8X Max DVD-ROM Drive 

■ 4X AGP 32MB ATI Rage Mobilily"'-M4 3D' Video 

■ Internal 56K Capable® FaxModem 

■ 59WHr Li-Ion Battery ■ harman/kardon' Audio 

■ MS' Works Suite 2001 ■ MS' Windows' Me 

■ 3-Yr Limited Warranty® 

■ 3-Yr Next-Business-Day On-site Service' 

■ 1 Yearof DellNet ' by MSN' Internet 
Access'lncluded 


$ 1999 . 


IS $60 pc 


No paymarits for 90 days, E-VALUE Code; 89004-800319a 


Multimedia Mobile Desktop 

■ Intel' Pentium' III Processor at 800MHz 

■ 15" Super XGA-t- TFT Display 

■ 128MB 100MHz SDRAM 

■ 20GB" Ultra ATA Hard Drive 

■ Fixed 8X Max DVD-ROM Drive 

■ 4X AGP 32MB ATI Mobility "-M4 3D’ Video 

■ Internal 56K Capable' FaxModem 

■ 59WHr Li-Ion Battery ■ harman/kardon' Audio 

■ MS' Works Suite 2001 ■ MS' Windows' Me 

■ 3-Yr Limited Warranty® 

■ 3-Yr Next-Business-Day On-site Service' 

■ 1 Year of DellNet " by MSN' Internet 
Access'® Included 


$2479 




$74 


permo. 45mos.- 


No payments for 90days-E-VALUE Code: 89004-800324 






DELL™ DESKTOPS 


DELL’* DIMENSION'* L Series II DELL" DIMENSION” 4100 Series 


Affordable Desktop Solution 

■ Intel ^ Pentium' III Processor at 866MHz 

■ 64MB SDRAM ■ 20GB' Ultra ATA/100 Hard Drive 

■ 15" (13.8“ vis) E551 Monitor 

■ Intel' 30' AGP Graphics 

■ 48X Max CD-ROM Drive 

■ SoundBlaster 64V PCI LC Sound Card 

■ PC Speakers 

■ 56K Capable' PCI DataFax Modem 

■ MS' Works Suite 2001 ■ MS' Windows Me 

■ 1-Yr Limited Warranty ■ 1-Yr At-Home Service' 

■ 1 Year of DellNet™ by MSN'' Internet 
Access'® Included 


$829„ 


425 p, 


No payments for 30 days, E-VALUE Code: 89004-500303 


Advanced Performance, Smart Value 

■ Intel' Pentium' III Processor at 1GHz 

■ 64MB SDRAM at 133MHz 

■ 20GB'' UltraATA/100 Hard Drive (7200 RPM) 

■ 17“ (16.0” vis, .28dp) E770 Monitor 
« 16MB ATI Rage ' Pro 

■ NEW 8X/4X/32X Max CD-RW/DVD Combo Drive 

■ SoundBlaster 64V PCI LC Sound Card 

■ harman/kardon' Speakers 

■ 56K Capable’ PCI Telephony Modem 

■ MS' Works Suite 2001 ■ MS' Windows' Me 

■ 3-Yr Limited Warranty' ■ 1-Yr At-Home Service' 

■ 1 Year of DellNet"' by MSN' Internet 
Access'' Included 


$I399p,.p,.w.s$42p.,™.P=, 


No paymonls for 90 days. E-VALUE Code: 89004-500313 


DELL'* DIMENSION'* 8100 Series II DELL” DIMENSION” 8100 Series 


Cutting-Edge Technology 

■ Inter Pentium' 4 Processor at 1.3GHz 

■ 128MB RDRAM 

■ 20GB’ Ultra ATA/100 Hard Drive (7200 RPM) 

■ 19" (18.0“ vis, .26dp) M991 Monitor 

■ NEW 32MB NVIDIA'” GeForce2 MX 
4X AGP Graphics 

■ 48X Max CD-ROM Drive ■ SB Livel Value Digital 

■ Harman Kardon’ HK-695 Surround Sound 
Speakers with Subwoofer 

■ Integrated 3Com' 10/100 Ethernet Controller 

■ MS® Works Suite 2001 ■ MS' Windows' Me 

■ 3-Yr Limited Warranty® ■ 1-Yr At-Home Service' 

■ 1 Year of DellNet"' by MSN’ Internet 
Access'® Included 

■ Family Game Pack’' 

$1799 . „ ..$54p., 

No payments for 90 days. E-VALUE Code; 89004-500317f 


Cutting-Edge Performance 


■ Intel' Pentium' 4 Processor at 1.4GHz 

■ 128MB RDRAM 

■ 60G8" Ultra ATA/100 Hard Drive (7200 RPM) 

■ 19" (18.0" vis, .26dp) M991 Monitor 

■ 32MB DDR NVIDIA"' GeForc62 GTS 
4X AGP Graphics 

■ NEW 16X Max DVD-ROM Drive 

■ Turtle Beach’ Santa Cruz" DSP Sound 

■ Harman Kardon' HK-695 Surround Sound 
Speakers with Subwoofer 

■ integrated 3Com' 10/100 Ethernet Controller 

■ MS' Works Suite 2001 ■ MS® Windows' Me 

■ 3-Yr Limited Warranty ■ 1-Yr At-Home Service' 

■ 1 Year of DellNet ” by MSN ® Internet 
Access' Included 

■ APC Pro8T2 SurgeArrest Surge Protector 


$2I99p 


,466 p< 


No payments for 90 days, E-VALUE Code: 89004-500321 


DELL™ SOLUTIONS; 


SOFTWARE & ACCESSORIES 


Printers: 

■ Epson’' Stylus 777 Color Printer, add S99 

■ HP' DeskJet'- 932C, add S99 after S50 
HP® Mail-in Rebate” (Reg. S149) 

Scanner: 

■ HP” ScanJet' 4300Cse, add S99 after S50 
HP' Mail-in Rebate” (Reg, S149) 

Power Protection: 

■ APC Pro8T2 SurgeArrest, add S39 

Softwa re: 

■ Extreme Game Pack 
(Dimension '" only)"', add S99 

■ Family Game Pack'*, add S99 

Camera: 

■ HP' C315 Digital Camera, add S249 after 
S50 HP' Mail-in Rebate™ (Reg. S299) 


FINANCING & SERVICES 


Payment Solutions: 

■ Dell" Monthly Purchase Plan - Enjoy easy-to- 
budget, low monthly payments. Systems as low 
as S25 n month for 45 months'® for qualified 
customers using the 90 Days Same As Cash 
foaluro o( Ihc plan 

Dimension" Desktop Service Upgrades: 

■ Upgrade Dimension ' L Series 1-Yr Ltd Warranty®, 
1-Yr At-Home Service’ to Premier 3-Yr At-Home 
Service', add S119 

Inspiron"' Notebook Service Upgrades: 

■ Upgrade Inspiron ’ 3800 and 4000 Notebooks 
with 1-Yr Ltd Warranty and 1-Yr Mail-in Service to: 

- 3-Yr Warranty and 3-Yr Mail-in Service, add S99 

-3-Yr Warranty' and 3-Yr On-site Service’, add S219 



Pentium*/// 


Inclucies Windows Millennium 
Edition — the home version of 
the world's favorite software. 

: .lie access (call your plione 
' :iih! otiici siifchnrges 
1 ; .lent;:;: ■ ;■ apply. Must reijisfei 

. 30 Mays of recuiviim computer 
. . DellNet/MSN Terms of 

■ ' '(''ll a lo be btllLni 

: Hi'.'":' tbu initial seivjce 

' .TJi'” t'ji nu'.v cuslomerv 

' ' s and must be 

nui '.v:;n iiiiiinr f,iu<lil 
.' Moiitlily 

i.r/iiicii! tiiised on 13.99 Tj APR 
Oil QUALIFIED CUSTOMERS. OFFER 
•IIIFS BY CREDfT-WORTHINESS OF 
.'SiUMER AS DETERMINED BY 
'CEO. Under 90 Days Same As 
fr'atiire, interest accrues iliirinn 
' iiiiys if balance not pniil 
: 'l-'iys. Customers nut eliijiltle 
.... jays Same As Cash feiiuire 
1)0 offered staiulaid 40-nionlh 
mn.iii!) ■.•.'i’ll APRS rniHiiiig from 
to ''"'‘"■T . Exiiiiiple: S1,650 
. .1 piiu-j, at 18.99®.., 48 iiinnilily 

. ui ojO. Taxes and siiippiny 

■■ . u.iil vcJiy. From American 
. :i.:Rnnl< .’J .A.tD U.S.residcnls 
- P'L'VL'd 'creilil. Availability 

• i: limited in some states. 
; i! time offer. 

..I'laiiC.inor:;, jvailaDiliiy and lorms of 
ii:. Ts mav ch,irge wrthojt notice. Taxes and slii|)- 
ii"U| clinrijus cxtra.anc) vary. Valid forU.S. Dull Homu 
.Sv-‘:li;niK Cn nnly Fora copy of otir Guarartues o( 
lii.itiud W.irranlius. write Dell USA L.P., Attn. 
Wiirrai'lics, One Dell Way. Round Rook, Texas 
/iiG82 ’Al-Home oi On-sile service firovided via 
inir'.i-iiaiiY contract with customer. Teclmician 
.v'li lie Oisnatclied, if necessaty, (ollowiny 
!),isRd liouhleshooting. To receive Next- 
lii-M .. --.D.-iy service, Deii must nuiity the 
. ivic- n.'O'. i.nr t'plorc 5 pni Icostomcr's lime) 
'w.. i.iLiiit', voi.es Ollier conditions apniy Tot 
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DELL ' DIMENSION" 8100 Series 


Cutting-Edge Performance 

■ Intel* Pentium* ^ Processor at 1.4GHz ■ 128M8 RDRAM 

■ 60GB'' Ultra ATA/100 Hard Drive (7200 RPM) 

■ 19" (18.0" vis, .26dp) M991 Monitor 

■ 32MB DDR NVIDIA’" GeForceZ GTS 4X AGP Graphics 

■ NEW 16X Max DVD-ROM Drive 

■ Turtle Beach* Santa Cruz'" DSP Sound 

■ Harman Kardon* HK-695 Surround Sound Speakers 
with Subwoofer 

■ 56K Capable* PCI Telephony Modem for Windows® 

» Integrated 3Com® 10/100 Ethernet Controller 

■ MS' Works Suite 2001 ■ MS® Windows' Me 

■ 3-Yr Limited Warranty' ■ 1-Yr At-Home Service' 

■ 1 Year of DellNet'" by MSN* Internet Access'" Included 

■ APC Pro8T2 SurgeArrest Surge Protector 

<t O I OO e-value CODE 

^ ^1 V y 89002-500321 

ASK US ABOUT NO PAYMENTS FOR 90 DAYS, 


Introducing the All-New Dell'“ Dimension~ 8100 
with an Inter Pentium 4 processor. Over-the-top 
performance for those who can handle it. 

The Dell"' Dimension'" 8100 takes you to the next level and then some. 
We're talking speeds of up to 1.5GHz maximized by the latest 
Intel- Pentium' 4 processors. With up to 1GB of memory, you can 
multi-task without sacrificing performance. Arming you with quite 
possibly the fastest and most powerful desktop you’ve ever seen is 
just one more way Dell helps you get the most out of your PC. 
No matter how extreme your needs are. 
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Includes Windows Millennium Edition —the home version of the world's favorite software. 

i, iuplioiic access (call your nfioiie co. for details) and oilier siifcliarijcs lor access may dtJ|ily. Musi ntgisier wiiliiii 30 days o1 receiving computer and .iccepl OellNet/MSN Terms o) Service. 







